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MAMA MIA! 



Hello, Happy New Year and welcome to the most popular Super Nintendo magazine 
in the known universe. This month’s cover star Mario has a special three page 
feature devoted to his new game, Mario’s Time Machine. On the subject of Time 
Machines, wasn’t the recent re>run of Doctor Who on telly a top treat? Did you see 
the one where you could use the 3*D specs? So big, so scary! And what about the 
Daleks? Apparently there’s little blokes inside on small trolleys and not green jellies 
like the BBC would have us believe. Enjoy the mag - no 3-D specs required! 
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Super Action - you 
know it’s the oniy 
100% Super Nintendo 
magazine on earth 
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A Nation of Killers?.45 

Alex takes a look at Dr Guy Cumberbatch’s special report 
on video game violence and ponders somewhat. 

Kiddie Cocaine Addict.50 

Danny Curley, the boy from nowhere, is starring in his 
very own tips video with Dominik Diamond. Why? 


Editor: Alex Lee 
Deputy Editor: Jay Sharpies 
Art Editor: Marc Keating 


that aii you kids out 
there reaiiy reiate to. 


Nintendo Hotiine.58 

The hotiine will be cornin’ at ya as of next month. We 
take a iook at the men behind the phone and have a chat. 
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Planet Nintendo.6 

Gaming gossip from ail around the worid is carefuily 
piayed, grabbed, cropped and separated to bring you the 
very best in Super Nintendo information. 

Over the Edge.73 

Brad the biagger wiil take you on a journey through the 
publishing world and show you how to get the best from 
violent videos and tacky plastic Christmas goods. 

Mario’s Time Machine.12 

Mindscape are set to release yet another Mario cart 
onto the unsuspecting public. We thought it was only 
fair that you get to see an exclusive preview first. 


Software Creations.62 

Manchester programmers in the spotlight. 

Barry Diablo.82 

The man with no brain takes us through how to avoid 
Zombies eatiug your neighbours, again. 

Games Index.92 

A fully updated selection of the finest SNES carts. 

[:zoiviBiEs;] 


TOTALLY CRACKED! 




THE DEFINITIVE GUIDE. 


NEWS SPECIALS 


UrOPRESS 


Alan Hansen showers 
Mana with champers \ 
at the grand opening 
of one of the brand 
new Game megastores. 
More on Mazza and a 
whole lot more in the 
Super Action news 
pages: Planet Nintendo. 


^ M' 

The small pink blob that goes by the 
' % name of Pinkie storms onto our 

sparkling news pages. Will he be the 
next platform king? 


























Sky Blazer.....66 

We preview Sony’s new 
platform hero. Is it any 
cop? Find out inside. 


Chaos 

Engine.68 

Top work in progress 
feature by Microprose. 


Over the 

Edge.73 

Please don’t laugh, 
Brad is very sensitive. 


Tournament 

Fighters.38 

TMNT in yer face! A 
beat ’em up classic. 


Virtual 

Soccer....41 

It’s virtually soccer and 
it’s virtually erm, real! 


Nigel 

Mansell.42 

Nige. Top 'tash, top lad. 
It’s as simple as that. 


Young Merhn.26 

Neil’s favourite game 
ever gets a full review. 
Magic and mayhem! 


Art of 

Fighting.30 

The worst game ever 
shows its face. Boo! 


T2 Judgement 

Day.....: 

Arnie’s back! Why? 
When did he leave? 


Macross.32 

Japanese sci fi warriors 
get all shirty and kill all 
who sail in her, maybe. 


Legend of the 
Ring.34 

Not an RPG, but a smart 
boxing sim. Enjoy. 


Mystical 
Ninja. 

Now this is an RPG. 
Konami shows us all 


Tokai Minis....l8 

Super Turrican and 
Yoshi’s Cookie get 
official releases. Coo! 




Might & Magic 
Compo.60 

Elite give us a big bag 
load of crazy prizes. 


Side Pocket....l6 

It’s pool, but not as we 
know it! Can this wipe 
the best off the table? 


Alfred 

Chicken.22 

He’s a chicken. Do you 
need to know any more? 


Zool..23 

Ninja ant in very poor 
conversion scandal! 
Read all about it inside. 


NFL Club.25 

Grunt! Puli on yer pads, 
buff up yer helmet and 
get ready to rock! Yeh! 


Marios Time 
Machine.12 

Special Mario cover 
exclusive preview thang. 


Bomberman 
Compo.28 

Win lots of Japanese 
Bomberman goodies! 


Manga Comp.48 

Walk away with an 
armfull of smart Manga 
merchandise. Go on. 


Danny Curley..50 

An eighteen year old 
with the world at his 
feet, or something. 


Video 

Compo...53 

You can win big Danny’s 
tips video. Yes you can! 


-T JL 


Killers?.4! 


Special report on 
teenage video game 
violence. Are we mad? 
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SUPER ACTION 
FEBRUARY 1994 


Aladdin....2C 


Disney’s blockbuster 
hits the SNES, makes a 
wish and disappears! 


PREVIEWS 


FEATURES COMPOS 


Manga.64 

The current crazy video 
releases from those 
mad Manga people. 






Software 
Creations.62 

Manchester’s finest 
display their wares. 




























































As the console and handheld 
market goes on increasing, so do 
the number of stores that stock 
the games. Check this out! 


T he UK's largest game store has 
just been opened in Liverpool 
by Alan Hansen. The Liverpool hero 
played winners of a Liverpool Echo 
competition at FIFA Soccer, while 
Nintendo champion Metro took on 
all challengers at Street Fighter II. 
Alan had been practising his FIFA 


skills all week, but said his 12 year 
old son could still beat him. 

He was more concerned about his 
PGA Tour Golf record though, golf 
being his latest passion. Super 
Mario was there too, while over in 
Nottingham, Mr Blobby was open¬ 
ing another Game store. 

These specialist game stores 
have been wantonly vandalised 
by a graffiti artist depicting 
Sonics and Marios and feature an 
amazing number of monitors - 62 in 
Liverpool - many with games for 
their customers to play on. 

The store is actually too big for 
the range of games around at the 
moment, said Neil Taylor, Game 
Managing Director, so a large back 
room remains available for special 
launches and six more floors for 
future expansion. 


Neil Taylor, Managing Director of Game on the 
left, in front of the designer graffiti which 
decorates walls around the store. The decor is 
designed to appeal to all age groups 


The second 
biggest games retailer in the 
country is opening 11 stores before 
Christmas, three of which will be 
the largest in the UK, with plans for 
a further 50 stores in the New Year 
making 200 in the next two years. 

'With games departments in 
music stores, the staff are there pri¬ 
marily because they like music,' said 
David Wilson, the buyer for Game, 
'whereas all our staff are serious 
gamesplayers.' 

Game pride themselves on their 
value for money products, with a 
special budget section including a 
£19.99 range. 


Alan Hanson cracks open 
the bubhiy to officially 
open the largest 
computer games store in 
the country. Super Mario 
was there too, pulling a 
suitably large Christmas 
cracker with the football 
hero. A crowd of shoppers 
stood outside the store, 
waiting to make the most 
of Game’s huge range of 
games and pocket- 
friendly prices. 
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GAMETEK JOIIMS ELSPA 
Following the recent 
enrolment of Nintendo 
and the Software 
Toolworks to ELSPA, 
Gametek has now joined. 
The total number of 
members is now 61. 

'With so many high pro¬ 
file issues and concerns 
facing the computer and 
video games industry at 
this time, we are pleased 
to note the initiatives 
taken by ELSPA in 
addressing them. 

'It Is in our own inter¬ 
ests to be involved in the 
debate on many of these 
issues, some of which 
will no doubt have a 
bearing on how we con¬ 
duct our business in the 
future,' stated Gametek's 
top managing director 
Kelly Sumner. 

ELSPA general secre¬ 
tary Roger Bennett 
added; 'Kelly Sumner's 
background, knowledge 
and experience within 
the industry linked to the 
history of support given 
to ELSPA during his time 
at Commodore, make 
Gametek's enrolment 
particularly welcome.' 


TInhi 


America Loves 


T inhead is a turbo-boosted, 
metamorphic robot who must 
foil the plans of grim squidge - an 
evil mastermind who is stealing the 
stars from the sky. 

He must race and battle through 
four levels of weirdalien landscapes, 
space ports, spooky star cruiser 
wrecks and jungle-covered alien 
planets, releasing the imprisoned 
stars and bullets, lives and points. 
Every level contains strange and 


CL, the overall global 
Nintendo operation, 
showed a yearly turnover of 
$5.47 billion for the year ending 
March 31st 1993. This compares 
favourably with $4.84 billion they 
raked in in 1992. 

Placed in context, Sony weighs in at $34 billion. Time Warner $13 
billion, Sega $3 billion (including coin-ops) and Commodore $590 
million. Nineteen ninety-three's profits at NCL were 
sive. The firm made $764 million, which is a $13 million increase 
the previous year. 

These figures compare favourably with Sony's $797 million. 
Time Warner's $86 million, Sega's $530+ 
million and a loss of $357 million at 
Commodore. So, although Nintendo's 
turnover is not gargantuan, its profits are. 

Nintendo is confident that it has an 81% 
share of the US video games market. This 
year, Nintendo expects the NES to 
achieve sales of 'only' $840 million, com¬ 
pared to $950 million for the Game Boy 
and $3.2 billion for the SNES. Not bad, eh? 


wonderful gadgets such as giant 
fans, catapults, escalators, eleva¬ 
tors, magnets and anti-gravity plat¬ 
forms. Microprose will be letting 
Tinhead out to play some time in 
the very near future. Listen out. 



STBppifi 

* 8 R/ 6 Hr 


CARD SHARPS 


Warner Brothers cartoon characters 
on the front. 

Elite's card, however, shows a 
rather sad, embittered lack of imagi¬ 
nation with its sleep inducing snow 
scene. Sorry Dene and co, you've 
won the wooden spoon. Forza 
Internazionale! — 


H ere is just a tiny sample of the 
cards that we received over 
the Yuletide period. 

As you can see, they vary in quali¬ 
ty dramatically. 

The Microprose card features 
Tinhead, their new, exciting space 
age platform hero. The Storm card 
features a festive virtual reality 
scene and the Marubeni offering has 
an illustration of our favourite 


NINTENDi f GATEWAY 
A date has yet to be set 
for the UK launch of 
Nintendo's Gateway 
System, which combines 
digital technology with a 
version of the SNES. 

Targeted at airlines, 
hotels and cruise ships, 
its feature menu includes 
inflight movies, shop¬ 
ping, info and ticket 
ordering along with 
games. The system has 
already been adopted by 
Northwest Airlines and 
Virgin Atlantic. 


SUPER action! 
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Right: Liu Kang 
from Mortal 
Kombat can 
afford to look 
smug. The game 
in which he stars 
was the most 
hyped product of 
'93. Chun Li (next 
right) attempts to 
blow him away 
with a fireball. 


with a fireball. 

womma 


C TW, Europe's electronic 
games trade paper, recently 
published the results of a poll of 
50 specialist computer and video 
game retailers. 

One of the questions asked was; 
'What has been your overall best 
selling video game of 1993? 

Mortal Kombat (across all for¬ 
mats) took 54% of the votes, with 
Streetfighter II (including, among 
the rest, the original and Turbo 
SNES versions) taking only 14%. 


Mortal Kombat also topped the 
polls for Best Marketed Games 
Product and Mortal Monday was 
seen as the Event Of The . ^ 

Year. Congratula- ' 

tions Acclaim! 

What's really 
odd about this, is 
that Super Action 
rated Acclaim's 
Mortal Kombat 90% 
but Street Fighter II 
Turbo scored 95%! Mad! 



GAMES 


scheme's co-ordinator. The whole 
event, which took place on the 
pitch, was filmed by BBC Sport. 

Paul Dowling, Marketing Manager 
for Virgin Interactive Entertainment, 
added 'The Coerver sponsorship 
deal could not have come at a more 
opportune time following England 
failing to qualify for the World Cup. 

'Not only does the scheme 
encourage kids to learn individual 
football skills, but it will also give 
Virgin Interactive Entertainment 
direct access to around 25,000 
schools in the UK.' 

Adidas initially supported Virgin's 
Goal which featured some of the 
strongest game branding ever seen. 


E ngland, in case you didn't 
know, are out of the World 
Cup. In preparation for future World 
Cups, Virgin Interactive Entertain¬ 
ment has announced the launch of 
its title sponsorship of The Virgin 
Games Schools Football Initiative. 
The idea is to teach kids how to 
become skillful footballers. 

The Government has agreed to 
match Virgin's financial input pound 
for pound via its Sportsmatch pro¬ 
gramme (gulp!). 

The scheme was officially 
launched on Saturday 27th 
November before the Arsenal v 
Newcastle match at Highbury. 

Virgin presented a cheque, along 
with a representative from 
Sportsmatch, to Phil Darren, the 


S SUPER ACTION 


Adidas, already a support sponsor 
of the scheme then suggested to 
Virgin that the title sponsorship 
might be suitable. 

The sponsorship is of a new 
schools soccer scheme initiated by 
the ESFA, featuring the Coerver 
method and supported by Adidas 
and football magazine Shoot. 

This Dutch method of coaching 
introduces a unique 'one ball, one 
player' training method to both 
teachers and school children aimed 
at promoting skilful football. 

There'll be a range of asso¬ 
ciated opportunities connect¬ 
ed to the scheme of which 
both Adidas and Virgin will 
be taking advantage. 

These include a school 
fund-raiser where schools 
will be offered the opportu¬ 
nity to take part in a Coerver 
sponsorship scheme. 

They will be invited to take 
part and kids will be given 
the chance to get sponsor¬ 
ship for learning five moves 
made famous by well 
known football players. 

Sponsorship money raised 
pays for the extra equip¬ 
ment and administration 
which is needed to run the 
scheme and a donation to 
the English Schools 
Football Association, leav¬ 
ing cash to go back back to 
the individual school funds 
or to charity. 


In addition. Virgin are running 
competitions in Football In Schools 
magazine which goes out to 25,000 
football teachers. 

The initiative has been recently 
piloted, resulting in an encouraging 
response from schools and is now 
going nationwide. 

The sponsorship has been co-ordi¬ 
nated by Brad Shaw Promotion 
Consultants, the retained Sales 
Promotion Agency for Virgin 
Interactive Entertainment. 

It can't be bad - let's face it, some¬ 
thing had to be done. 
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The latest chart rundown of all the highest hit¬ 
ters in the SNES Christmas cart chart. Which 
buiging box was in your happy stocking? 


1 ) 

Nintendo 92% 

2 ) 

Capcom 95% 

3) 

Ocean 91°o°b 

4) 

Nintendo 85°o 

5) 

Capcom 88°b 

6 ) 

Acclaim 90°o 

7) 

Elete 86 % 

8 ) 

Hudson Soft 93°o 

9 ) 

Nintendo 94°o 

10 ) 

Konami 84°o 






T he US Super Nintendo 
rights for Millennium's new 
platform performer. Pinkie, the 
'new James Pond' have been 
taken by Seika. Negotiations are 
currently underway with a num¬ 
ber of very interested parties for 
all the European rights. 

Wee Pinkie will be helped on 
his way to what Millennium pre¬ 
dicts will be superstardom by a 
'close promotional association 
with a major soft drinks manu¬ 
facturer' although no details 
have yet been issued. 

A Millennium spokesman com¬ 
mented; 'Pinkie will be huge, just 
as big as James Pond. He's actu¬ 
ally more of a '90s character than 
James Pond.' 

Well, after all that hype, what 
can you say. Will Pinkie steal all 
the glory away from James? Do 
you think Pinkie is a star? Do you 
really care? Whatever the out¬ 
come, Super Action will be there 
to bring the hottest and latest 
news to you. 
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T he computer company selected 
by Nintendo to develop the 
next generation of video home 
entertainment, Silicon Graphics, is 
running a series of seminars for 
computer and video games develop¬ 
ers and publishers. 

It will demonstrate how develop¬ 
ers can create stunning visuals and 
animation sequences, in a fraction 
of the time required previously. As 


far as Silicon Graphics are con¬ 
cerned, computer games develop¬ 
ment has reached a bottleneck. 

Even the most powerful PCs are 
being stretched to the limit with all 
the current demands of the audio, 
video and animation aspects of one 
game. Silicon Graphics' new com¬ 
puters can quickly test out fresh 
new ideas and see what the results 
are almost immediately. 


'Silicon Graphics' computers offer 
multimedia, digital video and audio 
capabilities, which are all essential 
requirements for developments of 
computer games. 

'We can also offer facilities such 
as high performance rendering and 
24Mbit scene creation,' commented 
Steve Webb, Silicon Graphics' UK 
marketing manager. 

The games market trend is lean¬ 
ing to video footage combined with 
computer graphics, incorporating 
higher levels of resolution mixed 
with audio. With Silicon Graphics' 
Iris Indigo computers, developers 


can incorporate emerging trends 
into their software and anticipate 
new techniques quickly. The games 
can be transferred onto CD-ROM 
directly if needed. 

Silicon graphics is the leading 
manufacturer of graphics worksta¬ 
tions and computing systems for 
visual computing applications. 

Its systems are binary code com¬ 
patible and combine high perfor¬ 
mance processing with real time 3D 
graphics capabilities. 

The computers are used for 
design and engineering, visual sim¬ 
ulation, animation and computer 
aided chemistry. MIPS Technologies 
Inc, designs and licences the indus¬ 
try's leading RISC processor tech¬ 
nology for the computer systems 
and embedded control markets. 

The seminars are at Reading (18 
January) and Manchester (20 
January). For further information, 
call Hunt Thompson Public 
Relations on 071 8725636. For prod¬ 
uct info call: 0800 440440. 


PINKIE-IUEW POND? 
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FIVE FAVOURITES 


SF 2 Turbo 


Dave and Jay are always battling it out 
over a game of SF2. That’s why they were 
both thrilled to get this for Chrimbo. 


Prima Publishing 


P ublishers of quality hints 
books, Prima Publishing, 


mi books, Prima Publishing, 
have a new range of Super 
Nintendo specific titles. Check 
these beauties out. 

Star Wars Official Game Secrets 
by Rusel DeMarla* - £11.95 
Super NES Games Unauthorised 
Power Tips Book by Nick Roberts 
& Carl Rowley - £13.95 
Super NES Games Secrets 
Greatest Tips by the Editors of 
Game Pro - £10.95 
Super NES Games Secrets, Vol 4 
by Rusel DeMaria - £10.95 
Executive Editor, Roger Stewart, 
Is confident that Prima 'Is well 
aware of the latest developments 
in game platforms as well as the 


games that are over the horizon.' 

He added; 'Prima will be at the 
forefront of new developments in 
the world of electronic games.' 
*Yep, It's^e^l^ one. 


POST CODE. 
TEL. 
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My answers are: 
1 ) 

2 ) 

3) 

NAME. 

ADDRESS. 


Slobby Compo 
Supor Action 
AcUIngton Paric 
Maeelosfloiii 
SK10 4IIP 


It’s not the king of the beat ’em up ring, 
but Nell loves It to bitsi He’d never been 
butch until he started playing this! 


Ho, ho, ho, and all that tosh. We 
don’t know about you, but the 
amazing people down at Super 
Action have had a merry old festive 
season this year. They have been 
eating loads of mince pies and 
drinking big jugs of Tizer, but what 
did they get in their Super Nintendo 
Christmas stocking? 

Weil, apart from the usual 
socks and Jumpers, they all got a 
SNES cart from Santa this year, 
which made every one of them 
dance with glee. Here they are... 


No prizes for guessing who wanted this. 
Yes, it’s little Lisa’s fave, and we have 
to play it alt the time with her. Tsk! 


Alex’s cart from the heavens was the 
split screen driving bonanza known to 
all as Mario Kart. He likes mushrooms. 


Marky Marc recieved the essence of 
Pool as his top SNES cart. His secret 
games are so long, so scary. 


MSPCC - Blobby Boiiai»a 

M etro, the 21 year old UK Nintendo champion (but we know someone 
who can beat him - more on that next month) was recently ceremo¬ 
niously gunged on the NSPCC's Gunge Plunge Roadshow despite begging 
for a last minute reprieve. 

Dexter Fletcher of TV's Gamesmaster and Mr Blobby pulled the gunge 
tank lever on the champ and other computer enthusiasts to raise money 
for the NSPCC's vital work with abused and neglected children. 

After his ordeal, Metro said; 'Come on kids, sign up for the Gunge Plunge 
and transport your teachers into another world using the slime machine.' 

The Gunge Plunge roadshow is part of the NSPCC's blockbuster cam¬ 
paign with secondary schools which hopes to raise £3 million. The charity 
is challenging children to raise money in all sorts of ways. Once a school 
has reached a set target the Gunge Plunge roadshow will roll into the 
school playground to gunge a volunteer teacher. 

Great news eh? Hang on, there's more! The NSPCC are giving away 20 
Gunge Plunge t-shirts to 20 lucky Super Action readers who answer the 
following questions correctly... 


1) Mr Blobby appears on which Saturday evening TV show? 
a) Greg Mitchell's Horse Party b) Uncle Pete's Donkey Party 
c) Noel's House Party 

2) Mr Blobby embarrassed which famous ex-footballer? 
a) Guy Cumberbatch b) Garth Crooks c) Les 

3) Mr Blobby is? 

a) Fully carpeted b) Spotty c) Foppish 
Answers to be in by 1st March. 
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VIC TOKAI 

Tokai House, 9 Duncan Close, Moulton Park, Northampton, NN3 6WL Tel: (0604) 671415 


An alien force have slipped back 
in time, to conquer Earth. 


Only one man can save the world 
before it's too late. 


Don't let Time Slip you by, 
take aim now! 







PREVIEW COWER EXCLUSIVE 


MARIO 




The Queerest CQllectiati of ALL 
ttpie 1$ rtearly coPtfileTo, tr*t 


W hen I was at school, 
my history teacher 
wasn't an ancient, 
doddering old giffer. 
He was more of a patriotic and 
stubborn Englishman who always 
came to the classroom looking like 
he'd just wrestled his jacket off the 
local tramp. During his lessons he 
taught me many things about the 
world's history, the battles, the tri¬ 
umphs, the death 
and the destruc¬ 
tion - he told us 
the whole lot. 

So, after many 
years swotting 
away at mountain 
upon mountain of 
history books, I 
left school into 
the open world, 
suddenly to find 
that everything 



is the educational cart with a differ¬ 
ence, Mario's Time Machine, star¬ 
ring the one and only Mazza. 

The idea behind it all is to make 
history fun for little kids to learn. 
You may think that's an impossibili¬ 
ty, but it isn't. We're not talking an 
open university history course 
here, just some historical facts and 
figures for you to learn - that's all. 
You see, Mario's arch enemy. 
Bowser, has set out to become the 
greatest thief in history and you've 
got to stop him. 

Bowser has a time machine 
called the Tlmulator. He uses this 
machine to travel back in time so 
he can steal valuable historical arti¬ 
facts from the 
past. The poor 
guy's only trying 
to build himself 
a museum, once 
he's done that 
and filled it full 
of historical 
booty his twist¬ 
ed plan will turn 
time inside out. 
The result of 
such time twist¬ 


I'd learnt about the great leaders 
and evil tyrants of this world had 
little or no use to me. 

Since I've left school, I think I can 
honestly say that not once have I 
been asked the correct date of the 
Battle of Britain, nor the name of 
Hitler's wife. Frankly, my interest in 
modern history vanished and 
thoughts of my ageing school 
teacher rarely entered my head. 
That is, until now. 

Meet Mr Mario. Our favourite 
plumber in the whole wide world 
has now changed his profession. 
He no longer unblocks drains and 
fixes dripping taps, for he is now a 
history teacher of the highest order 
and your late for your lesson! 
That's right, the next instalment in 
Mindscape's Mario Discovery Series 




Not only does Mario not know where he is, he 
doesn’t know what’s going on either. 


Ahoye and right: These are the educational 
homework hooks you have to slave through. 
You’ll notice that we are all hopeless at history. 
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Behold, the Time Machine! Wanna ride haby? 

ing makes the future bend over 


Enter the museum and choose an item. The 
choice may be wide, but you must pick one. 

finding mission starts off with you 
visiting Bowser's museum. Take 
your time and select one of the five 
stolen artifacts, once you've done 
that you can now check out the 
homework book. I know only the 
girlie swots of the world actually 
do their homework on time, but as 
you are now the student of Mario 
it's best to do at least some of it 
before you wander off on your his¬ 
torical quest. 

You are presented with a gor¬ 
geous history book after you leave 
the museum. Depending on which 
item you took from the museum, 
the book tells a brief history of the 
person who actually owns the 
stolen artifact. You must fill in the 


Now you have to go and find the correct owner 
of the item you selected. So go to it kiddo. 

blanks in the book in order for you 
to progress to the next level. 

After you've found out which 
item you have and where it fits in 
time, make your way to the Mario 
Time Machine. Simply punch in the 
correct date, time and place and 
Mazza will be whisked away 
through time to his selected desti¬ 
nation so he can meet his chosen 
historical icon. 

It might be Joan of Arc or Issac 
Newton, who knows? But no mat¬ 
ter who the historical legend is, 
you must complete all your home¬ 
work questions. If you find that 
some of the questions are a tad dif¬ 
ficult, you do have the option of 
trying to complete your mission 


backwards and the steady course 
of history will be changed forever. 

As Mario is an upstanding mem¬ 
ber of the community, it's down to 
him to save the globe from all this 
future bending, time twisting 
nightmare and he grabs the 
almighty task with both hands. 

The basic plan behind this artifact 



Cniiit Heavens! Thai'S it! Tht aphle iaaii ftir the 
same reasen that ttie Mean nrhits the Earth, it 
all aimes lack ti me! Thank lou.. Mario! I can 
campiete the "Priecipia" laiu! 


Good heavens! I never knew Mario helped 
Isaac Newton write 'The Principia'. Oh well. 


Mario has helped Joan of Arc find her missing 
shield, now she can invade somebody, I think. 


MAZZA HANGS TEN 
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PREVIEW COMER EXCLUSIVE 


Mario has starred in loads of different 
video games since his first appearance 
way back in 1982 when he appeared as 
Jumpman In Donkey Kong. 

Since then Mario has had a large 
number of carts, all sporting his name, 
released on the Super Nintendo. We 
take you through a rundown on all the 
Mario games that have ever graced the 
SNES, starting off with his first release. 
Donkey Kong. We know it was never 
released on the SNES, but it’s cool. 


MARIO'S TIME MACHINE" 




aJi'lpn 
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whirlpool. Saying that though, if 
Mario does hit any of the floating 
mines he will loose any of the 
mushrooms he had inside his 
bulging pockets. Upon exit of said 
whirlpool, Mario will now find him¬ 
self in another place 
in time and the mad 
adventure begins 
once more. Mario's 
Time Machine will be 
released shortly after 
Christmas and a full 
review will follow. 



lillliWIU 

.. 


tam n c fl(ss 


Mario gets to see many 
historical events 'as they 
happen' in his machine. 



K ©S':© 


without answering any questions. 

You, as Mario, must search the 
town as you go, looking for clues 
and chatting to the people you 
bump into. The people you meet 
will give you information and 



exact location of your missing per¬ 
son, while others simply spout 
nonsense at you. 

Each house you visit or helpful 
citizen you meet, will help you 
complete that certain level. They 
may give you something that you 
could trade for information or you, 
in return, could offer them an item 
of your choice for a piece of info. 

Once you've gathered all the 
information needed to finish off 
your homework book, go back to 
the book, sort out your questions 
and answers and away you go onto 
another place in time. 

Between each level lies a special 
Mario Time Surfing section. In this, 
Mario favours beach shorts to over¬ 
alls and climbs aboard a surf board. 
You must guide Mazza around a 
stretch of water collecting mush¬ 
rooms and avoiding floating mines 
as you go. 

As soon as you've picked up ten 
magical Mario mushrooms, you can 
now dive into the mysterious 


i 1. 1 .. !i N ill ” 



You must guide Mazza inside every door and 
window if you wish to finish your homework. 



Mario’s Dad makes an appearance with his 
trusty stop watch. Geez, he must he a hig chap. 



MAZZA: THE LEGEND CONTINUES... 


Known only as Jumpman, a 
younger, slender version of 
our favourite plumber makes 
his very first public appear¬ 
ance in the arcade coin op 
named Donkey Kong. 


Donkey Kong Jr. is know in 
the arcades and Jumpman 
has his name changed to, 
yes you’ve guessed it, Mario! 
As you’ll no doubt notice, 
he’s had his moustache cut. 


A little later on down the 
evolutionary Mario pole, 
good old Mazza puts on loads 
of weight, gets his overalls 
sorted out and lets his mous¬ 
tache run wild for a while. 


How we see him today. He’s 
now smarter, fitter, leaner, 
meaner and a whole lot more 
commercial. Mario quickly 
became a corporate image 
for Nintendo, and he loves it! 


Here we have Mario today, or 
should we call him Super 
Mario Mansell? Who knows? 
Anyway, Mazza looks set to 
continue his changing per¬ 
sona for some time to come. 
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Deniz Ahmet - 

Computer + Video Games-Dec 93 


Deniz Ahmet - 
Computer + Video G 


Chris Buxton- 
TOTAL MAGAZINE 
Jan 94 


( 993 Imagineer Co., Ltd. Publisfied by 
Ltd. under licence from'ifd .Coftwar 
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DISTRIBUTED IN THE UK BY IMAGINEER (UK) LTD. P.O. Box 1982, SLOUGH SL1 6DQ TEL: 0753 671 686 FAX: 0753 671682 
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There are 19 trick shots. The successful 
completion of each results in part of a 
picture being revealed. 
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£TBA • 1-2 PLAYERS 


The campest Super NES 
game yet is with us. Las 
Vegas giitz combines with 
classic Ealing Comedy to 
produce an hilariously playable 


game of Pool. 


ALEX 


YOUR 

SCORE 

B«OOPts. 

TARGET 


TARGET. . t 
SCOREjttoii^ 

4000Pts. r- i- 


CHALLENGE STAGE 


W hen I was the proud 
owner of a 5' x 2.5' 

Pool table, one of the 
favourite shouts from 
me and my buddies was; 'Put 
masse on!' 

Let me explain. Masse was a 
famous Billiard player from beards 
ago who could do amazing tricks 
with the cue ball by playing his 
shots from above 
rather than from 
the side (see 
panel). Vic Tokai's 
Side Pocket takes 
the Masse phrase 
one step further. 

Three, yes 
three, degrees of 

Masse can be put 
on the white Chicks love good Pool players, it’s obvious. 

Masse three sends the cue ball 
hurtling skywards, thus enabling 
you to chip the white over the 
colours to reach the desired object 
ball if required. Masses one and 
two merely cause the cue ball to 
spectacularly curve and kick away 
from the object bail upon impact. 

Good fun? Definitely. A good Pool 
simulation? Definitely not. When 
different types of spin are put on 
the cue bail (see how in panel), the 
cue ball reacts against the laws of 
physics. It turns away and actually 
accelerates before eventually com 
ing to a rest many pixels fu 
away from where you had original 
ly intended to. 

And that is what makes Side 
Pocket such a refreshing game. It 
doesn't take itself seriously and as 
a result provides the players with 
plenty of laughs and, more impor¬ 


tantly, plenty of gamepiay. The 
standard two player Pocket Game 
consists of five games, three with 
six balls to pot and two with ten. 

Given an initial allocation (stock) 
of 16 shots, you must pot the balls 
to victory. A shot is lost if you miss 
or if you go in off (pot the white). A 
shot is gained, on the other hand, if 
you successfully complete a trick 
shot (see panel) 


or if you pot a 
ball into a pocket 
marked 'Zone'. 
The camp/Ealing 
comedy feel 
exposes itself to 
an even greater 
extent in the two 
player Pocket 
Game. Whenever 
a player pockets the white, his 
opponent can place the cue ball 
anywhere on the table. Funny? 
Hilarious - the white ball is held by 
a severed hand wearing white 
cuffs, akin to the Addams Family's 
walking hand. Thing. 

Last, but by no means least, is 
the two player Nine Ball game 
option. Nine Ball Pool, popular in 
America, is a Pool game where the 


Someone other than myself must have taken 
this screenshot. 


numbers must be pocketed in 
sequence although if the wrong 
numbered ball is potted by means 
of a plant (i. e. hitting the correct 
one first to strike against another) 
then the player can continue. 

The Nine Bail game is the serious 
alternative to the Pocket Games. To 
win a Pocket Games series, you 
must amass more points than your 
opponent over the aforementioned 
series of five. 

Points are gained by potting balls 
in a row without missing a shot, by 
potting two or more balls in num¬ 
bered sequence and by hitting the 
illuminated pockets. 

Each two player game is a con¬ 
test between a Tom Cruise looka- 
like and a bloke with a ginger beard 
- another piece of tongue in cheek 
humour. The best bit for me, how¬ 
ever is the camp motorcyclist. 

He's a cross between George, out 
of George And Mildred and Jack 
Kerouac, and he floats between 
locations when certain cities have 
been completed. 


Playing Masse 3 at full power results in the 
cue ball flying off the table and smacking into 
the object balls. 


Where Side Pocket has a Yery 
feel to it, liiiidsca|»^Chaiii|miqtipij 
Pool is niflch more of a 
simulation. There are 110 siiellNM'*^^ 
pockets, nor are there 
to perform either. 

However, thm are leads more 
types of game to choose from asd the 
number of further options adds or 
detracts from tbefealism, wbicbeoir 
you prefer. 

Champienshfp Pool, whictteeored 
91% in issue 15^ has soTar stad tiie 
test ofitme. Although Side PocM hr 
more immedlate-and humoretti) i 
can’t imagine itJcnoci^ Qban^ Pool 
from its deserved pedestal. 


Championship Poo 
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Break: Opening shot in game - used to 
break up the rack (triangle) of balls. 

Cjnce; Silly, jerky movements to 
early eighties Electro records - the 
descendant of body popping. 

Kiss The term for when the called bail 
either hits the cushion or another 
object ball then drops into the bag. 
GypsyK ’>s: Head butt or Cockney 
rhyming slang for a visit to the toilet. 
Cue Long wooden stick used to hit the 
white ball. 

A thin line of people waiting 
for something. 

Cue Bail: The white ball used to hit the 
coloured balls into the pockets. 

Cut Ball Head: Derogatory term for 
bald person. 

Cushion. The padded sides of a bil¬ 
liards table. 

Pin Cushion: SmaW, sad velvet cushion 
for sticking pins in which looks noth¬ 
ing like a hedgehog. 

Foot Cushion: The padded side of the 
table away from the side of the break. 
Elbow Cushion: Soft cushion for an 
injured elbow. 

Head Cushion: The padded side of the 
table on the side of the break. 

Cochon: French word for pig. 

Object bait: One of the coloured balls. 

Objsot Of f ile Game: To win the match 
at all costs. 

Lag: A shoot-off between two players 
to see who will break; the player 
whose cue ball rests nearest to the 
head cushion breaks. 

\M 2 e: Cheeky kid. 

The triangular wooden frame in 
which the balls are placed at the start 
of a game. 

Sack: The big black thing that Santa 
recently emptied. 

Scratch: Sinking the cue ball or miss¬ 
ing the object ball. 

Hatch: Doorway in floor, the use of 
which can raise chuckles in pan¬ 
tomimes. 

Stroke: Hitting the cue ball with the * 
cue stick. 

Poke: What every geek deserves - in 
the eye. 

Bali In '-'end: When someone fouls in 
Nine Ball, the opponent can place the 
white ball wherever he fancies. 

Bird In Hand: Is worth two in the bush. 




WINNER PL-AYER 1 


OFFKIAL^'i 




The Ladykiliers 

The League Of Gentlemen 

School Of Scoundrels 


Tom Cruise’s alter ego smugly 
takes the acclaim from the 
crowd as he wins again. 


I>OCKKT£;0 IN A ROW. 



Extra points are awarded for 
runs of coloured balls and 


number sequences. 
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SICE . 
FCCKEl 


The scenarios get better as 
you progress further into the 
Pocket Game. 


Hitting the Superball causes 
the white to gain momentum 
for a few crazy seconds. 


The star bag will award extra 
points, an extra life or a trick 
shot if a coloured ball goes in. 


Smashing the white into the 
other balls may result in a 
bail flying into the star bag 


The Zone pocket is similar to 
the star bag, but try potting the 
cue ball... 




The One With Bob Monkhouse In (About 
The Toothpaste Factory) 


A welcome part of the 
I office furniture, Side 
—• Pocket had us all 

chuckling at its Sheer 
ludicrousness. A warts 
’n’all presentation, this cart will win 
many friends because of its tackiness 
and arcadey feel. There are a host of 
in-game jazzy tunes to select, from 
the subdued Chillin’ tune to the 
uptempo Groovin’ track. 

The spot effects, however, such as 
the ‘clack’ of hall against ball are 
poor. The balls sound as if they’re 
made of lead. The graphics are crazy 
at times - check out the bloke’s cue 
arm when attempting a Masse 3 shot. 

There’s no point at all in taking this 
game seriously. It’s a top laugh riot 
and there’s enough to it to last. The 
single player Pocket Game in particu¬ 
lar is a bitch to complete. 



OVERALL 85 % 


GRAPHICS///(80)// 

Good arcadey feel, but the odd ^ 

glitchy moment lets it down. 

SONICS///////(8^/ 

A good selection of jukebox tunes, ^ 

but poor in>game spot effects. 

UFE SPAN///(8^f 

The single player option is almost ^ 

as good as two player. ~X~ 

gameplay//(87V/ 

Some great extras, such as the ^ 

Superball which speeds up the white. 


This is how the tabie iooks when the white Hies into the Zone pocket. 
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REVIEW 


Vic Tokai have acquired the iicence 
for two storming officiai reieases, 
Super Turrican and Yoshi’s Cookie. 


Check out the mini reviews beiow 
for a reminder of how they fared 
when first reviewed. ALEX 


SUPER TURRICAN 





A psychedelic shebang of a shoot 
’em up. Don’t stare at the screen 
for too long, kids! 


Bonus spheres are liberally littered all oyer the 
gaff. Just walk into ’em. 


Check out the miniature extra man. He’s above 
the main sprite, stupid. 


A lthough the platform cum 
shoot 'em up genre is a 
little tiresome at times, 
this lively performer gives 
it an injection of superlube oil. 

The three difficulty levels, for 
starters, ensure longevity. A 
notable advance has been made on 
Super Probotector, however. 

Where a life was lost every time 
you were hit in the 
aforementioned 
release, it's only your 
energy that suffers 
when injured in Super 
Turrican. In terms of 
superb gameplay, this 
release scores surpris¬ 
ingly highly. 

The levels are 
worthy of a good David 
Bellamy style rum¬ 
mage. Technically 
speaking, it scrolls four 
ways, with the slight¬ 
est touch of Mode 
Seven seasoning. With enemies as 
diverse as hard hat-smothering 


insects, fly winged eyes and one 
particularly impressive 'face 
guardian' (play it and you'll under¬ 
stand), this will take up plenty of 
your Super Nintendo playing time. 
Definitely not for sufferers of pho¬ 
tosensitive epilepsy. 

What on earth is going on with 
the sound, however, I do not know. 
Having said that, the sonics do not 
affect the gameplay. 

It's easy to wear headphones in 
order to drown out the awful Les 
Dawsonesque piano tunes. 

The general influences (i.e. from 
Super Probotector) are obvious, 
but Super Turrican still walks tall in 
its own right. 88 % 


The Mode 7 hand 
^ guardian thumps 

down on you, hut it’s 
very easy to avoid. 





Oh yeah, it’s all happening in Super Turrican. 
Underwater, in the air, the lot. 
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The hand guardian in a spectacular ‘almost 
dead’ action pose. 



The rolling attack is incredibly useful. 
Bombing along, you leave a trail of mines. 



It’s a biscuit building bonanza! Or 
something. On the right of the screen, Yoshi 
winds Camberwick Green style. 


The cast of characters. From left to 
right; Mario, Yoshi, Princess Oaisy 
and big fat Bowser. 


OOKIE 


Mario’s dinosaur friend Yoshi has 
ieapt onto the bandwagon with his 
very own game, i can’t handie aii 
this excitement! 


Y oshi's Cookie features the 
evil Bowser, the beautiful 
Princess Daisy, the 
moustacioed plumber 
from Brooklyn and the jurassic zark 
himself - Yoshi. 

The gameplay is very much akin 
to the ubiquitous Tetris - and what 
a role model that is. There are three 
not so different games incorporat¬ 
ed within the cart. 

There's a puzzle round which 
requires you to make lines of like 
biscuits in a set number of moves. 
It's stupidly easy at first, but sur¬ 
prisingly tricky after a few minutes. 

Game two requires you to make 
the lines disappear in much the 
same way as Tetris before the 
screen is filled. The biccies appear 


from above and from the sides for 
added panic. 

Again, it's as easy as a Sunday 
morning to start with but it soon 
gets tough. Luckily, there's a pass¬ 
word system for this mode and the 
aforementioned one. 

The third type of challenge here 
is the two player contest, in which 
each character has his or her own 
qualities such as attack, defence 
and time limit. You'll soon learn 
which character best suits your 
style of play. 

Anything with Mario in is going 
to be a winner and this is no excep¬ 
tion. It's a puzzle game, however, 
and only limited praise can be 
heaped onto games within this 
puzzling genre. 82% 
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The classic shoot em up of all time. Now 
brought to you for your SNES. Discover 
the Labyrinth of secret levels and passages 
Be prepared to be amazed by the sheer size 


VIC TOKAI 

Tokai House, 9 Duncan Close, Moulton Park, Northampton, NN3 6WL Tel: (0604) 671415 




















REVIEW liHomc/ju 


It’s adventure time down in 
the land of wide pants and 
curly toed slippers. You 
and Abu, your consumer 
monkey, must save the world. JAY 



B efore I start. I'd like to 
remind all you gaming 
dudes out there about 
Mickey's Magical Quest. 
This game was hailed as the 
smartest platform game next to 
Marioworld way back in February 
1992 and received an overall score 
of 90% from the Super Action 
dream team. That game was made 
by console kings, Capcom. 

Disney's Aladdin is also made by 
Capcom. It's a platform game and 
it's remarkably similar to Mickey's 
Magical Quest. Coincidence? I think 
not. Lazy programming staff? No 
new ideas? That's more like it as far 
as I can see. 

Capcom have a habit of presum¬ 
ing the general public will buy any¬ 
thing with the Capcom logo 
emblazened across the front of it. I 
hope you aren't one of these 
Capcom warriors. 

I hope you've got more sense 
than to throw your money away on 
console platform re-runs. Saying 
that, Aladdin may look, play, sound 
and feel like Mickey's Magical 
Quest - but it isn't. The game does 



Swing on the bars, time your release right and 
you’ll slip through the closing gap. 


h 
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Jafar’s Palace is heavily guarded, so be on the 
look out for curly toed henchmen in big pants. 



Hop on a henchmen’s head and he’ll be dead 
within seconds. Now you can get that bread. 


have its own quirky little addictive¬ 
ness and punter pulling power, so I 
can't really gripe about it being bor¬ 
ing, because it isn't. 

Aladdin offers a scenario very 
similar to MMQ, but introduces the 
slick animation used in the Prince 
of Persia title and blends them both 
into a very playable platform romp. 
Even the people in the office who 
absolutely hate platform games 
were being found in front of the 
SNES cursing the evil Jafar and 
praising Aladdin's monkey, Abu. 

This magical journey into the land 
of Jafar and Genie is laid out over 




Welcome to Genieland boys and girls. Hop 
around the clouds with ease, but don’t slip. 





¥ 
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Young Aladdin can grip onto most things. Just 
jump the gap and he’ll hang on to something. 


CAPCOM • £49.99 • 1 PLAYER 




six levels. Starting in the Market 
Place, you are chased by the palace 
guards up and over market stalls 
and wooden poles, collecting your 
daily bread as you go. Next up is 
the Cave of Wonders. Here, you and 
Abu escape the palace dungeon 
and must search the cave for the 
magical lamp of love. 

But you really annoyed the 
Cave of Wonders by trying to 
steal the lamp, so the cave 
now attempts to destroy 
you as you and Abu 
run off with the 
lamp. This level is 
called the Escape 
from the Cave 
of Wonders, I 
wonder why? 

Qnce you've 
secured the 
magic lamp, 
give it a rub 
and, hey presto! 
you find yourself 
inside the Genie's lamp for yet 
another level. 

This section is based around a 
cloud city of magical cards and dis¬ 
appearing platforms. Take your 
time and you should be fine. Now 
you're on to the Pyramid levels. 

Grave robbers are after you, so 
you have to go and find Abu in the 
ancient pyramid before the grave 
robbers catch up with you. Finally, 
you enter Jafar's Palace. Fight your 


way to the end of this tricky level 
for the ultimate battle of good ver¬ 
sus evil. 

For me, this game was way too 
easy. I can't really see anyone 
^ who plays games quite 
a bit not finishing this 
inside a week. The 
graphics, the sound, 
the button 
configura¬ 
tion, the 


scrolling - every¬ 
thing has been done 
superbly by the Capcom posse, but 
it's just dead easy. 

Capcom's last release was the 
puzzler obviously made for three 
year olds. Goof Troop. It seems that 
Capcom are leaning towards the 




Left: Aladdin steals some 
clothes from a fancy dress 
shop and tells the princess 
that she’s a cutey. 


Right: "I may be 
your very own 
Genie, but I 
ain’t failin’ for 
that 'unlimited 
wishes' trick". 


Below: The Genie 
dismisses all 
rumours that he has 
a small chest. 
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screen. 
w the puzzle. 
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BREAK TIME! 


gFFKliu.^% REVIEW 


if W* Nice idea, beautifully 
portrayed and 
superbly drawn. The 
aniwation is spot on 
and so is the comedy 
aspect of it all. Unfortunately, the 
beautiful looks are very deceiving. 

Not only does the game have a 
iastability level to match that of an 
ice cube In a sauna, but it’s also brain 
numbingly tedious within hours of 
playing. Once you’ve braved the fear¬ 
less warlords of Jafar and found your 
Princess babe - do you honestly think 
you’ll want to do it again? 


GRAPHics;?/(go) 

Smooth, slick, swish, beautiful, ^ 

smart, cool, bright and dreamy. I 

S0Nicsf/;»»{89) 

The Disney soundtrack blasts at ya ^ 

from every angle. ~T~ 

UFE SPAN///(^/ 

It's as easy as falling over a small ^ 

monkey - probably easier. 

gameplay//(85)/ 

Plenty of jumping and gripping. The ^ 
occasional swing is needed too. 

overall! 88%^ 


PASS 


10^ 1 



Ill 


.y 

Right: 


Aladdin and 

i 1 1 

the beautiful 

P. i] ^ 

princess fly 


away on a 
smart magic 
carpet. Ahh. 

1 
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Capcom have made good use of the music, 
characters and comedy from the original film. 


Below and right: Ahu 
and Aladdin take a 
magical ride through 
the dangerous Caves 
of Wonder. Cor. 


Slide down the Genie’s slippery finger into the 
next exciting and enthralling level of joy. 


Above: Avoid the hot lava. It 
tends to burn your feet and hurt. 


younger end of the console market 
at the moment, producing carts 
that appeal to a young audience. 
Wake up Capcom! It's not just kids 
that play these games you know. 

If Aladdin and Goof Troop {or 
Mickey's Magical Quest come to 
think of it) had been just that little 
bit more challenging they could 
have been top selling SNES titles. 

As they were released, people 
realised that they could complete 
the carts within a couple of weeks 
and thought "I'm not spending £50 
on that" and then bought a more 
challenging and worthwhile cart. 

I don't really need to describe the 
graphics on this cart to you do I? 
You know who makes the cart, and 
to be honest, have you ever seen 
an ugly looking cart spurting from 
their stable? No you haven't. It all 
looks positively gorgeous. 

Aladdin is nice to look at - and 
hey, it's even nice to play. But at 
the end of the day, the issue here is 
value for money isn't it? This is 
where Aladdin trips on his pointy 
toed slippers and fails on his face. 

Maybe Capcom should have 
released an adult and a minor ver¬ 
sion of Aladdin? Maybe not - it was 
just an idea I had. 


Below: Aladdin 
must have 
damn strong 
fingernails. 
He’ll grip onto 
anything! 


Left: It’s bonus screen 
time. The Genie will 
spin the wheel to 
select your bonus treat. 
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REVIEW iiomcMOS 



Which came first the chicken or the egg? Well 
the egg actually and Alfred springs out of it. 



Byron the snail has a gun to shoot above his 
head, and a spikey shell to disembowi you. 





Jump in the strange robot type thing on the 
right and be transported to the next level. 



I r I I A[ n -j] ■U 


Alfred goes up in a puff of feathers after Byron 
blasts him with his shell gun. 








GRAPHICS»/ 

Generally looks like a basic NES 
game. Good in places though. 


SONICS/////H(72)/ 

Bleepy, boring and annoying. What ^ 

more can I say? 

LIFE SPAN///(^/ 

Its got a lifespan comparable to 
that of a Mayfly! 

GAMEPLAY//(m/ 

Slow and dull with more than a 
smidgen of tedium. T 


OVERALL 72 %, 


All in all, it’s a real let 
y down from an eagerly 
awa/fei/ game. The GB 
version caused a 
storm and unfortunate¬ 
ly this version will be lucky to cause a 
light North Westerly breeze. 

Alfred’s basic graphics, gameplay 
and sounds came as a surprise follow¬ 
ing Mindscape’s other top releases 
and I hope this doesn’t mark a new 
trend towards cacky platformers. I 
feel sure they won’t let us down, and 
we will see better things in the future. 


Alfred Chicken made it big 
on the Game Boy. Now the 
most coolest fowl around 
is trying to become numero 
uno in the platform pecking order 
on the Super Nintendo. NEIL 


CHICKEN 

MINDSCAPE • £49.99 • 1 PLAYER 


A lfred Chicken certainly 
flew the bland platform 
coop when it was origi¬ 
nally released on the 
Game Boy earlier this year. All the 
crew on GB Action loved it, and 
Alfred's antics kept their egg relat¬ 
ed platform addiction fed for ages. 

In an attempt to emulate 
the success of Alfred on the 
Boy, Mindscape have done 
the decent thing and pro¬ 
duced a SNES version 
of the chicken with 
plenty of attitude. 

Storyline wise, the 
two games are basically 
the same. Mr Pekles, a 
large talking flower 
and amateur radio 
ham, has i 

a broadcast from the evil 
gang of mechanical dweebs, name¬ 
ly the Meka Chickens. 

They plan to invade and conquer 
Cheeseland, swipe every egg they 
can find, and eggnap Alfred's 
bestest friend in the whole wide 
world, little Billy Egg. You can prob¬ 
ably guess the rest. 

As Alfred, you have to save all 
the eggs, kill the mighty Meka 
Chicken boss and save Cheeseland 
(yawn, yawn). The question is, do 
you really want to go to a land 
named after a mouldy milk by¬ 
product and save a talking shell- 
covered embryo? 

If your answer to that question 
was "Yes, indeed I do!" then I feel 
you should seriously question your 
present mental state. 


Any road up, Alfred Chicken has 
21 levels of platform egg collecting 
buffoonery through a variety of dif¬ 
ferent scenarios. Along the way 
Alfie will encounter a host of 
enemy characters apart 
from the twisted 
Meka Chickens, 
including the deadly 
Byron Snail, Mino 
the Whale and Jack- 
in-a-bomb. These creepy 
creatures can be dispatched 
using a dive bomb attack 
which our feathered friend 
has up his, er...wings! 

Pull down on the D pad 
and our pal will adopt a 
diving posture and 
peck the baddies 
with his bionic beak. 
'Great you've told us 
about the game Neil, but what do 
you actually think of it?". Ok, Ok, I 
was just getting to that. To be 
totally honest, and I feel I can be 
with my close personal friends, 
Alfred Chicken is a fowl game! 

I wouldn't have been overly 
impressed if this had been the NES 
version, but for a SNES game the 
gameplay was definitely not up to 
the level of quality expected from 
Mindscape products. 

Games such as Championship 
Pool and Out to Lunch were highly 
rated in our office, but Alfred just 
doesn't have that same style and 
panache. Graphically there are 
some bright cartoon style film 
sequences but generally they were 
very unimpressive. 


How many 
chickens can 
you fit on the 
head of a 
screw? Lots! 


Similarly the sonics 
were very bleepy and 
basic with a serious 
annoyment factor. 

Many games make up 
for their lack of graphi¬ 
cal excellence with 
enhanced gameplay, 
but again Alfred just 
failed to meet the mark. 

With a simple plat¬ 
form game design, it 
held little interest for all 
who played it and con¬ 
sequently it was played 
as little as possible. It's 
such a shame because I 
was expecting so much 
more from this. 


PARSON’S NOSE 


All the eggs in Cheeseland have been 
stolen and the finger of suspicion 
points directly at the evil Meka 
Chickens. Old Alfie is the only one up 
to the task of saving 
his eggy mates 
before they get 
scrambled.The best 
of British Alfred. 
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QREMUN • £TBA • 1 PLAYER 


u 


The Bruce Lee of the alien 
ant world has flipped and 
spun his way on to your 
Super NES. So prepare for 
plenty of Nth dimension fun with 
the too cool to fool Zool! NEIL 



REVIEW 




Left: Huge candy 
sticks and big 
wobbiy jeilies. 


Below: Humble 
bee shows how 
bad at hide and 
seek our Zool 


Below: Chupa Chops 
subliminal adverts 
in Zool, hmm nice! 









n another platformer 

. .. which is ail bizarre 

. storyline anti no real 

........ lasting appeal. Nth 

dimension ninja ants 
are all well and good, hut where is the 
original gamepiay to go with the origi¬ 
nal plot? No where to be seen that’s 
where, and what a shame it is. 

Zool promised so much and yet 
delivered so very little. Still it has a 
few saving graces, namely cool 
graphics and top tunes but it just isn’t 
enough to make it a great game. 


graphics///(86v/ 

Colourful, bold and cartoon like. ^ 

By far the best aspect of the game. 

SONICS///////(8^/ 

Tunes to move and groove around ^ 

your room to. ^ 

LIFE SPAN/»(6^7 

A big game but each level is too ^ 

samey to be fun. J- 

GAMEPLAY/?(67)f 

A repetitive platform/shoot-‘em-up, X^ ^ 
what more can I say? I 


nv 


lOVERALL 


Z ool has to be the most 
famous ninja ant from the 
IMth dimension that has 
ever graced the small 
screen! When Gremlin originally 
brought him to life with the release 
of the best selling Amiga version, 
he was hailed as the only seri¬ 
ous rival to the Mario and 
Sonic dominated plat¬ 
form market. 

Amiga users obvi¬ 
ously felt a certain 
empathy for the little 
black karate crazed 
insect, because they 
bought absolutely truck 
loads of it. 

They always say "you can't keep 
a good thing down" or something 
along those lines anyway, so it was 
inevitable that the ant with attitude 
would appear sooner or later on 
the best games machine around. 


Follow the on screen arrow to reach the end. 

Wm - 


Well it was a little later than 
hoped but it's here at last, the 
SNES version of Zool, but will it 
live up to the success it achieved 
on other formats? 

My first impressions of this cart 
were very positive, the graphics 
looked first class and were 
easily smooth and slick 
enough to make them 
eligible to be the next 
James Bond. 

The gamepiay 
appeared to match 
the high standard of 
the graphics and it had 
some cool tunes pumpin' 
out over the air waves. 

With eight different scenarios and 
about four different levels within 
each scenario, it was also a very 
sizeable game with plenty of 
appealing backdrops and beasties 
to do battle with. 

Sound like the perfect game? 
Weil as you will note, all the good 
first impressions are in the past 
tense which suggests they didn't 
quite live up to the high expecta¬ 
tions I initially had of this cart. 

Genre wise Zool falls directly into 
your standard run, jump, and shoot 
everything scrolling platform game. 
There are the obligatory items to 
collect which will maintain your 
energy level and you can dispose of 
any adversaries by jumping on 
their head, shooting them with a 


Zool In fruit and veg hell. 


Below: Fly through the cell 
like scenarios and shoot the 
obstacles In your path. 


Mental block attacks from behind the fun paint. 


No time for a tan - you’ve Icons to collect. 


Above: 
Level eight, 
Zool, In his 
pod, has 
some very 
biological 
backdrops 
such as 
these flesh 
and bones. 
Errrgh. 


Left: The 
elusive final 
level of Zool 
makes a 
radical 
departure 
from the 
other levels. 
Still boring 
though! 


fireball or by using a special spin 
attack. Sounds very much like all 
the platformers you've ever played 
before now doesn't it? 

The first big problem that became 
apparent to me, was that although 
there were about four levels in 
each scenario, all of them seemed 
too much alike to maintain any 
long term interest. 

Sure the graphics are gorgeous 
with very fluid movements and 
scrolling, but Zool suffers from a 
serious case of RGD (Repetitive 
Game Disorder) and will get the 
better of even the most fanatical 
games players by simply boring 
them into submission. 


I'm not saying this is a poor 
game, because in it's own right it 
ain't half bad, I just think the aver¬ 
age games player has had a skin 
full of this sort of cart. 

They yearn for a new gaming 
style and original ideas to rekindle 
their interest in their well loved 
games machine. And Zool didn't 
exactly answer every games play¬ 
er's dream unfortunately. 
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Welcome to the world of 
RANMA1/2 Explosive Free-Fisht, 
the hottest new blockbuster from the 
phenomenon that is*** MANGA! 

You're about to set out on a breath-takins hyper-adventure* 

The powerful, pixel-punching graphics ^ 

will make your head spin like a blow to 
' the temple* Featuring the most 

outrageous cast of characters*** ^ 

they'll leave you clutching on to your sanity by the 
blackbelt of your judo suit! ^ ^ 

RANMA1/2 - A dozen animaniacs ^ 

causins mayhem in a mind-blowins, ^ 

body>bruisins battle of wits* jm 


^ OCEAN SOfWARE LIMITED 

2 CASTll STREET •^CASTLEFIELD • MANCHESTER • M3 4LZ 
061 832 6633 ■ FAX: 0^834 0650 

© R. TAKAHASHI/SHOGAKKAN, KITEI, FUJ^TELEVISION. 
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ACCLAIM • £TBA •1-2 PLAYERS 


QUARTERBACK CLUB 


H ' If you’re into doing Wacko 

Jacko moonwalk style 
li dance routines in front of 
m2 millions of people, just 
because you caught a ball, then 
this could be the cart for you. NEIL 


T o call this sport American 
football is a bit of a mis¬ 
nomer. It isn't played exclu¬ 
sively by Americans and the 
non-spherical object which they call 
a ball comes Into contact with a foot 
only in particular circumstances, 
most of the time it's being carried or 
thrown about. 

Which ever way you look at it 
though, in the 
States this game 
is so phenome¬ 
nally big that it 
defies belief and 
is gaining a seri¬ 
ous following 
over here. 

On the morning 
after the first late 
night showing of 
the Super Bowl in 
Britain, an estimated eight million 
people turned up for work late! 

American footy is a game of strat¬ 
egy and brute force combined in a 
bizarre world of beautiful babes. 



If you can hit those moving targets then you 
are aiready prohably a proficient QB. 


ludicrous salaries, and high powered 
business. In this latest sports sim 
from Acclaim there's a lot of the 
strategy but little to no high salaries 
or babes! Boo hiss! 

In this game you take the central 
role in any American football team - 
the Quarterback (you'd probably 
already guessed that from the title 
though). First of all you must pick 
one of 12 QB's and 
hone their skills in 
the Quarterbacks 
Challenge until 
they are good 
enough to take 
part In the play¬ 
off's. The chal¬ 
lenge consists of 
four tricky tasks, 
your accuracy, dis- 
tance, read and 
recognition, and speed and distance. 

Each will test your throwing and 
running abilities and award a score 
on each afterwards. When you have 
mastered these activities you can 
move on to the big boys game and 
play in a real team. Wow! 

This game bears a spooky resem¬ 
blance to the John Madden series of 
American footy carts. This is more 
than an amazing cosmic coincidence 
however. Park Place Productions, 
those responsible for John Madden, 
were signed up to produce this 
game for Acclaim based on their 
expertise and past experience of 



Tactics are essential. Try and anticipate 
where your opponents are going to run. 





The Quarterback is the central player in any American football team and there¬ 
fore get paid the most money and pick up the babes, what a nightmare! All the 
best QB's in the business are here in NFL quarterback challenge to choose from. 





such games. Mmm, very cunning. 

What they ended up with was a 
Madden hybrid, with an improved 
feeling of involvement (due to a 
lower perspective on the game) and 
well advanced gameplay. 

Just as in Madden, there are lots 
of moves, offensive, defensive and 
specials for you to choose from and 
if you completely understand every 


one of them then your a 
better person than I. 

Anyway, once you 
have chosen a move 
then you can take con¬ 
trol of your receivers to 
attempt passes or runs 
and gain that all impor¬ 
tant yardage. 

Whilst running with 
the bail you can dodge 
and punch your way 
through the barrage of 
huge defensive players 
that stand between you, 
a touchdown, and the 
resultant adulation from 
the crowd. 

When on the defen¬ 
sive, all your huge play¬ 
ers take to the pitch to 
try and create an impen¬ 
etrable wall against your 
opponents offence, and 
so it goes on until the 
final whistle of the 
fourth quarter. 

NFL Quarterback Club, 
provides a much more 
advanced game than 
John Madden and has a 
more personal 'deep-in- 
the-action' feel to it. 

Unfortunately the 
nature of the American 
football beast requires 
lots of stopping and 
starting, so it is by no 
means constant action. 

It does require a lot of 
thought though, and 
strategy really is the 
name of the game. As a 
sports sim this is a battle 
of the brains, not brawn. 


After a touchdown take the easy field goal. 


The countless offen- 
mjfB sive, defensive, and 
IKH special moves associ- 
ated with American 
foothall have left me 
baffled in previous sims of this game. 

NFL Quarterback Club is different 
though. Like the John Madden series, 
this is surprisingly easy to get 
absorbed into, and the moves can 
almost become second nature. 

This doesn’t mean the game will 
necessarily become boring, because 
the countless options and teams 
available make each head-to-head 
battle a unique challenge. 


graphics///(86)// 

Each of the charaters moves well ^ 

but are not very detailed. _ f 

SONICS/H////(8m7 

All the "Hut, Hut" type noises and ^ 

some tunes as well. Zzzoweee! 

LIFE SPAN/H(83)f 

Each game will require different ^ 

tactics in order to win. X 


GAMEPLAY/Zi 

Good quality sports sim, but can 
become annoying after a while. 


^VERALL 
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Merlin's very humble abode. I think the estate 
agent must have seen him coming. 


T o become a fully fledged 
wizard takes years of 
studying the ancient ways 
of magic and sorcery. Even 
famous wizards like Merlin had to 
start somewhere 
and he also had 
to discover all 
the secrets on 
his own. 

Enter Young 
Merlin, Virgin's 
new RPG game 
developed by 
Westwood stu¬ 
dios in sunny Las 
Vegas. In this 
adventure Merlin 
is a mere boy searching for the land 
of magic to pick up all the tricks of 
the trade and become rich and 
famous beyond his wildest dreams. 

After searching for many days 
and nights without success. Merlin 


decided to take 40 winks next to a 
babbling brook only to be awoken 
by the cries of a young maiden in 
the drink, and in distress. Without a 
single thought for his own personal 
safety. Merlin 
leapt head first 
into the river, 
knocked himself 
unconscious and 
was carried away 
by the strong cur¬ 
rent, the fool. 
When he awoke 
the first thing 
that struck him 
was that his head 
felt like there was 
a large ice pick embedded in it. 

Fortunately for him, there wasn't! 
The next thing Merlin noticed was 
that he had absolutely no idea 
where he was or how he'd got 
there, how very confusing! 


Water from the stream wUI restore your energy. 


The expanse of land that lies 
before Merlin's eyes is full of biz- 
zare beasties and vicious vegeta¬ 
tion which all try to hamper our 
hero's quest for knowledge. 

It's safe to say that either Merlin 
had finally arrived at the magical 
world he was searching for or he'd 
had too much ginger beer. 

The land in which Merlin finds 
himself not only holds the secrets 
to great magical wisdom, it is also 
an extremely dangerous place to 
be. The Shadow King, ruler of the 
land, is mobilising his armies of the 
underworld to take over the land 
and begin a hefty assault on the 
real world. 

Ah, the mist is beginning to clear 
and Merlin's task now becomes 
somewhat more concise. You, as 
Merlin, have to complete numerous 
missions and solve intricate puz¬ 
zles in order to reach the evil 


Thought bubbles tell little stories and 
indicate what you have to do. 


This code will allow you to return to the point 
when and if you kick the bucket. 


Left: At the beginning of the game 
Merlin wakes up next to this serene 
little pond. 


REVIEW 


OFFICIAL 


Below: No Merlin dosen't have a 
dodgy hypothalamus, he's just 








Above: A mischevious 
little fairy has just 
sunk his tiny little 
teeth into your shin, 
don't worry you'll live. 






A tree has fallen across the stream to 
make an effective little bridge, how very 
convienienV. 




A little scrap ensues offscreen of course, this 




While most children played 
football and picked their 
noses, Young Meriin had 
siightiy more grandiose 
ideas, iike discovering the secrets 
of the ancient magic ones! 
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OFFICIM^'i REVIEW 




Indiana Merlin jumps the yawning chasm on his speeding skate 
board/mine cart type vehicle, now where are the breaks? 


IWT^rOIVI ^ 

to see, do anti solve 
which should keep you 
suitably enthralled. 
With pleasing graphics and an above 
average sound track, this is a well 
rounded and polished little game. 

It is in many ways more playable 
than the Zelda cart, with an easier 
control system, and in my opinion bet¬ 
ter gameplay. If you’re looking for a 
role playing adventure with a lot more 
style than your average cart, then 
give this a try. 


VIRGIN £TBA 1 PLAYER 


Magical caves are full of 
puzzles and baddies, so 
watch your back. 


Some of the disused mine shafts will transport you to different 
locations, others are full of blood thirsty beasties. 


Axe weilding bloated pigs aren't exactly very friendly to you. 


Just a few items on Young Merlins inventory. This guy 
must have very big Tardis style pockets. 


Shadow King and then... box his 
ears. There's lots of magical/mysti¬ 
cal paraphernalia to collect and 
each item will aid your progress in 
the game leading to the final con¬ 
frontation with the King. 

Each object will solve a particular 
problem and probably lead you to a 
new object. Westwood studios 
were very aware of how boring 
some RPG's can become, so they 
made a particularly special effort 
with Young Merlin to emphasise 
fun rather than difficulty or repeti¬ 
tion of problems. 

The five man programming team 
spent two years developing this 
cart and it fully utilises a whopping 
16Mbits, so this is a game of truly 
sizeable proportions. After finding 
the map you'll discover that there 
are ten locations for you to trek 
through, each with it's own differ¬ 
ent trials and tribulations. 



Graphically, Young Merlin is noth¬ 
ing earth shattering, but the sprites 
move well and the backdrops are 
detailed and colourful with some 
very smooth scrolling, and that's 
more than good enough for me. 

To make translation hassles much 
less of a hassle, the speech sam¬ 
ples in Merlin are not of any partic¬ 
ular language, they're made up 
noises that represent speech and 
all of them are heart stoppingly 
funny! There are also several jingly 
jangly tunes to choose from 
and they are all about 
equally annoying so take 
your pick! 

This game is going to 
take some time to com¬ 
plete so make sure you've a 
spare few months available 
to play. All the brain teasers 
are just about difficult 

enough to make this an Entrance to the mine, it's dark in there! 


interesting challenge 
and it has enough last¬ 
ing appeal for you to 
want to try and get 
just that little bit fur¬ 
ther on each play. 

Definitely one of the 
best role playing 
games available for 
your SNES at the 
moment and it's a seri¬ 
ous competitor to the 
likes of Zelda. 


GRAPHICS 

Colourful and smoothly animated, 
quite a visual treat. 


SONICS 

Odd noises here and there and a 
choice of soundtracks. 


LIFE SPAN 

What a whopper! This game will 
ruin your social life for ages. 


GAMEPLAY 

Lots of variation and challenges. 
Good game, good game! 


^VERALL 
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twin win win win win win wtn win wm win win rnirwi^ 




Hudsonsoft, purveyors of Virtual 
Soccer and Super Bomberman, 
have a marvellous set of prizes to 
give away in conjunction with 

Probe Software. 

T he first lucky winner will 
receive the Virtual Soccer prize. 
It’s a corking green acid house 
style J-League footy shirt. Made by 
Mizuno and worth almost £100, this 
Yomiuri Nippon Verdy FC top is a must 
for anyone remotely interested in footy 
or fashion. 

The Super Bomberman prizes are 
almost as splendid. The next twenty 
winners will receive either a Super 
Bomberman cap, a set of five clip-on 
Bombermen or a smart metal pencil 
case containing a Hudsonsoft pen, a 
Bomberman keyring and a Bomberman 
pin badge! 

We’ll decide on who wins what com¬ 
pletely at random. You’ve gotta get the 
answers right first, though. Good luck! 





com po 


1) Which of these icons does not appear in Super Bomberman? 

a) Flame 

b) Boxing glove 

c) Spirit level 


2) Which of these teams does not appear in Virtuai Soccer? 

a) England 

b) Brazil 

c) Aromatherapists’ Select XI 


3) Which of these phrases best suits Hudsonsoft games? 

a) ‘Not bad, if a little nougatty.’ 

b) ‘Spotty little moon faced hunchbacks.’ 

c) ‘Quality products.’ 





MACCLESFIELD 


SK10 4NP 

□ ; DO NOT WISH TO RECEIVE 
PROMOTIONAL MATERIAL FROM 
OTHER COMPANIES 

All employees of Europress and their families are banned from entering. The Editor's decision is 
final and no correspondence will be entered into. 
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POST CODE 
TEL . 


My answers are: 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


EUROPA HOUSE 
ADLINGTON PARK 


HUDSONSOFT COMPO 




SUPER 

fi/i/iACTiryN 







































































(,\/inT,OR,{ENTRE| 




JURASSIC PARK 
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PLflVER 1 


HLr Excited. That’s how I 

felt when this cart 
' arrived on our door 

iMBffuiHuvtvwur.™* mat. Disappointed. 

Now that’s how I felt 
once I’d placed the cart into the SNES. 

This game really does suck. Bad 
graphics, terrihle sound, no gameplay 
whatsoever... should I continue? No, I 
think you all get the picture hy now. 

If you buy this game, then it 
should Dt nicely in between Home 
Alone 2 and American Gladiators in 
your best game drawer - sucker! 


GRAPHICS/// 

Strange zoom camera effects and 
crappy colours left me gutted. 


SONICSf////f/(43)' 

Sorry? I wasn't aware that this gameV ^ ^ 
had any sounds apart from screams. ~T~ 




lOVERAU 


LIFE SPAN///(32)/ 

I turned it on... I played it for ^ 

about an hour. I was bored stupid. 

GAMEPLAY/f(^/ 

It’s not SF2 so why should you ^ 

bother working the moves out? I 


Here’s big Jack, throwing his weight around. 


Below: Karate’s thousand 
hand crack in full effect. 


fJk IMW 

FIQHnilQ 

TAKARA • £70 • 1'2 PLAYERS 


Dear Nintendo, please can 
you stop churning out 
these endless SF2 clones. 
They never ever manage to 
compare and are a total waste of 

Thank you. JAY 


time and money. 

W e've seen 'em all. Fatal 
Fury, Last Fighter, Tuff 
E IMuff, Sonic Blastman 
- they were all bad and 
you know it. But now, one more 
doomsday warrior strides over the 
hill from Nintendoland to disap¬ 
point us all once again. 

The Art of Fighting is noth¬ 
ing of the kind. I won't 
bother boring you with 
the storyline, as the 
plot's so thin it could 
get away with being ; 

Princess Di's stunt 
double and the game * 

Itself is really quite - 
unacceptable. 

Not only does the 
sprite shading look like it's been 
done by a colour blind three year 
old, but the overall appearance of 
the game leaves a sour and highly 
repulsive taste in your mouth. 

You do have the now bog stan¬ 
dard large selection of mean 
maulin' meatheads to choose from 
should you bother to play this 


game. None of them are that out¬ 
standing and all of them could do 
with a holiday at Capcom's School 
of Special Moves too. 

The ugly line up consists mainly 
of ex Sunday league rugby players 
pumped to the eye balls with 
steroids or small petite chaps 
with less muscle than John 
Inman. Their secret moves 
seem as inaccessible as 
their personalities. I 
^ spent plenty of time 
huddled round the 
office monitor try¬ 
ing to decide 
I whether I'd pro- 

' duced a stunning 

fire ball or if it 
was just another one of those hor¬ 
rible passing glitches. 

What gets my goat is how many 
copies do they expect to sell of 
this? Everyone who owns a Super 
NES knows that SF2 is the king of 
the beat 'em ups and unless you've 
got a product so mind blowing it 
could change the face of console 


beat 'em ups forever - why should 
you bother releasing it? 

Art of Fighting looks like a 
rushed, badly thought out market¬ 
ing ploy to get the Street Fighter 2 
junkies to part with their hard 
earned pocket money. 

The main problem with this is, do 
they really think the kids won't 
bother looking at the game before 
they buy it? Do they think that your 
average punter appreciates bad 
graphics and horrendous game- 
play? I think not. 

I generally like having a bout of 
nose breaking fun on the old Super 
Nintendo, but I afraid this may 
have spoilt my view on beat 'em 
ups forever. I no longer have the 
desire to remove people from the 
SNES just so I can kick some butt, 
E Honda style. I fear I may have 
been tarnished forever. Sob. 


Strange light effects are present throughout. 


Hi! The name’s Rob. Wanna fight with me? 
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Outside John Connor’s house our Arnie decides 
whether to enter through the windows or door. 



Below: This pool hustler simply shoots his 
opponents and steals their money! 



ur hike in the middle of a hu, 
junction can cause large traffic jams. 


young Mr Connor’s humble abode is located. 



JUDGEMENT DAY 


ACCLAIM 9 £TBA • 1 PLAYER 

■ in Feel like kneecapping some 
i’ carbon based life forms, 

I driving a fast motorbike and 
S traveiiing through time? 

Then fetch the straight jacket, or 
aiternativeiy piay this. NEIL 


Arnie inflicts only 
non-fatal wounds, 
oh he’s so right on! 


When Acclaim acquired the movie 
licence to the film Terminator 2 they 
must surely have thought they 
were set to cash in on the film's 
staggering success. 

Brilliantly convoluted story¬ 
lines, superb special effects, 
and loads of hype made 
T2 one of the most visu¬ 
ally stunning and coolest 
movies ever. 

For this reason alone, 
it would surely have 
been logical to create 
such an equally sensa¬ 
tional game. So what 
happened then? 

As soon as the cart 
went in the machine 
everyone wept in disbe¬ 
lief at how poor this 
really was. We had all seen 
Acclaim's other Terminator release, 
T2 Arcade, and we had not been 
overly impressed. But this one real¬ 
ly took the biscuit. 

All the plot is in there, Arnie find¬ 
ing John, blasting the T1000, and 
saving the human race (you know 




Collect the future objects so that the Termy’s 
wont be invented in the first place?!? 


the score) it's just that it's so visual¬ 
ly uninspiring that I wanted to turn 
it off immediately. As a professional 
however, I was prepared to struggle 
against the odds and force myself 
to play more of this game. 

Being the little 
trooper I am I set aside 
my initial prejudices and 
gave T2 Judgement Day 
a second chance. Okay 
the graphics were really 
pump, but maybe the 
majority of program¬ 
ming time had been 
spent on the sparkling 
gameplay? Sadly, I was 
let down yet again. 

T2 plays like an 
early 80's computer 
game. It's very jerky 
and uninteresting and it really pales 
into insignificance next to some of 
today's better offerings, such as 
Acclaim's own. Mortal Kombat! 

The T2 story should have provid¬ 
ed plenty of scope for a top class 
release but alas it just wasn't to be. 
The actual film contained plenty of 
time travelling, bike chases, futuris¬ 
tic wars - the works. 

And although all those 
things are in the game, 
they do seem poorly 
designed and hardly 
scratch the surface of 
the SNES's potential. 

What more can I say? 

This is a bog standard 
platfor m/shooti n g 
game with sub standard 
graphics and bad 



sounds. It truly sad¬ 
dens me to see Acclaim 
produce a game like 
this after some of their 
better releases. 

On the good side of it, 
the game has followed 
the plot of the movie 
very well. But more 
time spent on produc¬ 
ing a game worthy of 
its association with 
Terminator 2 would 
have been much more 
appreciated by the kid 
on the street. 

In the end it was a top 
idea for a SNES game, 
but it didn't work. 



How he inflicts only non-fatal 
wounds is still a mystery. 

Arnie arrives from the time 
warp, now he needs clothes. 




Level one doesn’t provide much of a challenge. 



Terminator 2 
Judgement Day could 
have been so much 
more than it actually 
turned out to he. Poor 
graphics, sound and gameplay came 
as a little bit of a shock following 
some of Acclaim’s previous releases. 

On several occasions, whilst play¬ 
ing this game, I lapsed into uncon¬ 
sciousness through boredom and had 
to be carried away from the SNES! 

Why any software house would choose 
to release such a low quality game is 
quite beyond me, even if it is based 
on such a top film. 

But release it they have and now 
the choice to play it is yours. If you 
love platform shoot ‘em ups then 
avoid it, if you’re not too keen on 
them... then avoid it like crazy! 


graphics;// 


Unimaginative, uninteresting, bor¬ 
ing and drab. 


SONICS//i7///i 


Bleep, bleep, bong. There's not 
much more to it than that. 


LIFE SPAN/// 


This is already lying on a cold slab 
at the mortuary! 


GAMEPLAY / 


Liitle real gameplay to speak of, I 
don't want to play this anyway. 


OVERALL 
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ZAMUSE • £55.99 • 1 PLAYER 








Crazy transforming intergalactic action ahoy! 


Avoiti the flying dehris you space warrior, you. 


Here’s the 'This is the level boss" caption. 



Evil asteroids from hell hinder your progress. 



Oh no! Another hig metallic space craft. 



Build up your weapons and then change them! 


SCRAMBLE 



Calling all Cybernators! 
Buckle up and prepare 
yourself for another anime 
overload as Macross 
surges into view at full steam. JAY 


O riginally an arcade 

coin-op from Banpresto 
and more recently a 
damn fine series of 
anime videos, Macross: 
Scramble Valkyrie, is a 
horizontally scrolling 
shooty direct from 
Japan straight onto 
your Super Nintendo. 

Cybernator, Darius 
Force, Bio Metal - 
we've had a heavy 
bombardment of these 
arcade style shoot 'em 
ups over the past year or 
so, each one seeming more 
crazy than the previous one. 

Most of the time, this genre of 
cart is looked down upon, as we've 



Aim your lasers at that hig hoiied sweet. 


all seen it before and it's nothing 
new or exciting for us resident 
gaming dudes. 

So, mumbling and cursing 
as I went, I begrudgingly 
placed the cart into the 
office SNES. My first 
impressions were that it 
fell immediately into the 
"seen it, done that" 
bracket - and sadly, I 
wasn't proved wrong. 
Macross has three main 
anime characters to 
choose from. The selected 
spod will be your pilot for the 
special mission. 

Once onboard, you're treated to a 
fast and surprisingly smooth jour¬ 
ney through the stars, eliminating 



Enter the cave and you’ll he in for a treat. 





ANIME ACTION 


across II (Episodes 1 & 2) is 
an Anime video that isn't on 
the Manga label. Released 
by Kiseki films, it's a typical wide- 
eyed future shock with distinct Max 
Headroom overtones. 

Lieutenant Silvie Gena, the top 
Valkyrie ace pilot, is a blonde bomb¬ 
shell babe. Hibiki Kanzaki, a 17 year 
old camera wielding roving reporter 
is decked by her on his first meeting. 
He's determined to make amends 
and will do anything to get a story - 
even swear at the management. 

The trouble is, the military are in 
control of everything. Especially the 


censorship of public TV news. But 
what the straight laced see as scan¬ 
dal mongering, Hibiki perceives as 
necessary news Items. 







































IMPORT Q REVIEW 


SELECT PLflVER 


GRAPHICS 

Just your average shoot ’em up 
standard. Nothing too special. 




soNics .(86)^ 

A techno based soundtrack with lots \^ ^ 
of oriental Influences Jl 


LIFE SPAN/// 

I can't see you sticking with this 
one for too long. 




GAMEPLAY//J 

You shoot things, you transform 
and you die. Pretty basic really. 




[OVERALL 


75 ^ 


really want 

/vfAe:i=«D4^& another one of these 
drab intergalactic 

^ ' space crusade shoot¬ 

ing carts? I don’t think 
you do, do you. Nice storyline (the 
videos are especially cool), wicked 
Bontempi organ style soundtrack and 
average gameplay - that’s about it. 

It’s not a major challenge, but 
you’ll enjoy it for a split second or so 
in between yawning and rubbing your 
eyes. You’ve all witnessed pump 
shoot ’em ups before and I don’t real¬ 
ly think we need another dodgy 
Japanese one right now do we? 


futuristic droids and blood thirsty 
space warlords as you go. Your 
selected space craft will have the 
standard interchanging weaponry, 
including basic lasers, spread fire 
and straight forward rockets. 

The main thing that brings 
Macross out of the darkness is the 
amazing way you can transform 
into various superior space vessels. 

Remember the old Transformers? 
Well, instead of hitting your Y but¬ 
ton to change the flow of your 
intergalactic laser bolts of fury the 
slapping of said button will infact 
morph your ship into another lean 
mean blastin' machine, including a 
wicked selection of devilish mecca 
assault suits. 

You can tell that Macross has had 
more time spent on it than the 
usual cack imported shoot 'em ups. 
The graphics are fairly reasonable, 
the sounds are quite outstanding 
for a Jap cart and technically it all 
seems just that little bit more 
accomplished than the others. 

It does have its fair share of 
mutant end of level bosses to deal 
with, on top of hoards of never 
ending space wasters and glitchy 
battle sequences, so you may want 


to give this one a brief look if 
you're one of the junior space 
cadets. If you aren't, then I can't 
understand why you've read so far 
into this review. 

Even with the scary black hole 
effects and the ultra dramatic light¬ 
ning extravaganza, it offers nothing 
fresh or exciting into the scrolling 
shooty market. 

It left me bored within minutes of 
turning it on, and as I slowly con¬ 
tinued fighting against wave upon 
wave of deja vu space mutoids I 
sort of expected a wake up call 
facility to be included. 

It's all very playable, but this 
bulky grey import from the shores 
of Japan doesn't exactly scorch 
your thumbs with its red hot addic¬ 
tiveness or bend your mind with its 
oriental imagery. 


You‘ve seen it all before! It’s 
just another shoot ’em up! 


Mmm. This looks very quiet for 
a hard hitting SNES cart. 


Stare at this picture for one hour. 
Can you see the space man? 


Above: Choose your pilot and 
select your space craft. 


>»uoTifnrtv 







Silvie admires 
the latest Elton 
John video. Or 
is it Richard 
O'Brien? 


(Below) An 
enormous 
Transformer type 
enemy emerges 
to poke fun. 


and the main pilot an old two 

man leads to a man warplane! 

tentative kiss. t " With excellent. 

Yep, there's rfl, — fluid animation, 

a romantic ele- The Macross 1 & 2 crew. Hibiki and Silvie are strong characterisa- 
ment to this tion and a more 

fast moving sci fi flick as well as than useful plot, Macross I and II ful¬ 
some tongue in cheek humour. fils all the criteria required to make a 

War breaks out and Hibiki wants brilliant Anime video. Whatever you 
to report on it. Believing he's the do, though, don't blink, it only lasts 
best man for the job, he cockily for 56 minutes. Out now and yours 
offers his services to his boss as war for just £10.99. 


Silvie takes a 
welhearn rest 
from the high¬ 
flying action. 
Top babe. 


^ll 

1^ 











































REVIEW IMPORT ^ 


ELECTRO BRAIN • £TBA % 1-2 PLAYERS 




Toney’S stamina, represented by the boxing 
giove, is dwindling fast. 




It’s time to hop from foot 
to foot, duck and dive 
around the ring and punch 
the stuffing out of great 
boxing iegends. Hurrah! NEIL 



T he moment this cart 
arrived, the air began to fill 
with a strong whiff of 
testosterone and sweat. 
Everyone began limbering up, talk¬ 
ing in deep voices, and shadow 
boxing their way around the office 
in a pathetic attempt to demon¬ 
strate their manliness and street 
fighting prowess. 

Legends of the Ring really does 
bring out all those deep seated, 
base urges to beat the living day¬ 
lights out of your fellow man, just 
to show how great and hard and 
strong you really are. BLOTR brings 
together eight of the most leg¬ 
endary boxers to have ever graced 
the ring in one thrill packed game. 

From Sugar Ray Robinson to 
more modern day heroes such as 
James "Lights Out" Toney, each of 


the characters uses their authentic 
boxing style. Marvellous Marvin 
Hagler, for example, favours right 
crosses to the head and body, so 
special attention must be taken to 
block these punches as they will be 
particularly effective. 

Each of the rock hard fighters has 
seven power packed punches and 
three super smackers. All these 
punches can be combined in light¬ 
ning combinations of uppercuts, 
body blows and crosses to leave 
your opponent with a face like a 
ripped sack of King Edwards 
smeared in tomato sauce. 

Watch out though, your character 
will also have to do a fair amount 
of bobbin', duckin' and a weavin' if 
you are to avoid any jaw shattering 
left hooks that may fly your way. 

I have to say despite it being 
politically and medically 
unsound. Legends of the 



Ring is an absolute dream 
to play. It's got huge, beau¬ 
tifully designed and slick 
animated sprites that 
move smoothly around the 
squared circle. 

The sprite collisions are 



also good enough to make 
you cringe in pain when all 
the blood, saliva and teeth 
spray out of your charac¬ 
ters mouth. If you've taken 
a really serious battering, 
then the screen will start 


If you’re low on stamina then fling 
your arms around your opponent. 
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ROBINSON 


DURAN 


Hagler takes a pummeling from La Motta. 


iSTREET 


^OVERALL 




IMPORT 1 = REVIEW 




JOB ” 


APPEARANCE 


Create a boxer by assigning different 
energy points to the three scales. 


Legends of the Ring, 

^ at present, takes pride 
of place at the top of 
W PilB of sports sim 

^ ' "C - 

geous graphics, pure nose crushing 
action and more gameplay than you 
could fit in 10 platform games, so it 
looks to me like a big seller. 

It also provides a very welcome 
change from the plethora of martial 
arts type fighting games that have 
flooded the Super Nintendo market in 
recent months. 

Boxing has come under a lot of 
medical scrutiny recently due to the 
associated dangers of being repeat¬ 
edly punched in the head! Maybe the 
boxing establishment should get hold 
of a copy of Boxing Legends of the 
Ring and let the real boxers fight it 
out on the SNES. It’s much more fun, 
and a whole lot less painful. 


GRAPHICS///(90)// 

Huge sprites with excellent anima- ^ 

tions and movements. 

SONICS///////(8^/ 

Blood curdling, nose crushing yelps ^ 

which put you well in the mood. 

LIFE SPAN//// 88)/ 

If you don't get bored of fighting X^ ^ 
then this will run and run. 

GAIVIEPLAY//(8^/ 

You'll get over excited playing this X^ ^ 
game, new pants please! 


Robinson’s body blows appear to have no effect. 


to go dark as you're one remaining 
brain ceil prepares to call it a day 
and you collapse in a heap. 

You're not limited to using the 
eight pre-set characters however, 
this cart allows you to create your 
very own boxing legends. Having 
chosen where the fighter has come 
from, (the military, the street or the 
Olympics) you can assign different 
powers to each one of your special 
high impact punches. 

By enhancing certain moves you 
can perform devastating combina¬ 
tions to rapidly KO any foe that 
stands in your way. Your cus¬ 
tomised boxers can then attempt 
to make their names in the tough 
world of professional boxing. This 
will take a lot of training however. 


to make sure your skills and speed 
are up to the challenge that lies 
ahead of you. 

This cart is jam packed full of 
options and adjustable parameters. 
These will enable you to vary the 
difficulty levels, control configura¬ 
tions, number of rounds and per¬ 
spective from which you will face 
the opponents. If you're playing 
your mates then it is probably fair¬ 
er to switch perspective each round 
so that you take it in turns to have 
your back to the screen. 

It will be a good idea to famil¬ 
iarise yourself with the moves 
before taking on any of the leg¬ 
endary boxers. They aren't too 
complicated, but the correct combi¬ 
nations will do much more damage 
than just panning into the oppo¬ 
nents willy nilly. A stamina gauge 
will indicate whether you have the 


energy to punch, so if 
not you'll have to step 
away from the action 
and perform loads of 
blocks to regain some 
level of power before 
wading in again. 

I'm not normally a 
fan of sports sims. 
Most seem quite bor¬ 
ing and sluggish, but 
Boxing Legends of the 
Ring is fantastic. 

It's got large help¬ 
ings of all the ele¬ 
ments that make a 
game great. Not only 
does it have action, 
strategy and gameplay 
but it's all very well 
presented. So if you 
don't mind a little bit 
of blood, check it out. 


Each of the eight Boxing Legends of the Ring has their own unique fighting style and favours a particular com¬ 
bination of punches. These will wear out opponents very quickly, so learn how to block them or else. 


GRAZIANO| 

Rocky "The Rock" 
Garziano favours the 
right cross to body. 


Ijl eoHard 

In his 36 wins, Sugar 
Ray made full use of the 
right cross to head. 


' ._i.; 

L.QMOTTA 

The Raging Bull was 
particluarly strong on 
his right uppercuts. 


TONEY 


This guy is as hard as 
nails, concentrate on 
his body blows. 


HAGLER 


HEARNS 


His 174 wins speak for 
themselves. Keep your 
guard well up. 


Roberto "Hands of 
Stone" Duran loves his 
uppercuts, beware. 


Marvelous Marvin aims 
high to break those 
glass jaws. 


The Hitman is as mean 
as he looks, so be on 
your toes at all times. 


titwgar |in@F IXLasvegas mi 
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OFFICIAL 


Ying is horrified to see the Doc act iike a squirrel in heat. 




we 


as 


role 


There are some things in 
this world that just don’t 
work when mixed. Jeiiy and 
ice cream is an exception 
aii know, but Konami with 
piaying eiements? DAVE 






yBLalMHU 

Only in Mystical Ninja can you call upon your 
own house and it be empty. 

Horo-Horo (don't read the last two 
words out loud in a crowded train). 

He is also accompanied, when 
piaying with a friend, by the 
famous Dr. Yang. When together 
they become the Ying Yang. Clever 
at Konami aren't they? Between 
them they must restore the lands 
troubles and rescue various maid¬ 
ens along their perilous expedi¬ 
tions. Has anyone heard this 
storyline before? Because I haven't. 
No honestly, never. 

Now that their limited back¬ 
grounds have been successfully 
explained we can look at how they 
perform their actions throughout 
the course of their adventure. 

Playing from an aerial view, the 
player must control their 'eight-bit' 
sprite around the town. Dodging 
angry fishmongers and rescuing 
distraught Japanese women from 
men who roam the roads with 
buckets on their heads. 

Armed to the teeth with a brittle 
smoking pipe, you must swing and 
poke your way through the heavily 
congested streets, collecting gold 


\i 


KONAMI • £49.99 


1 ■ 2 PLAYERS 


The game is full of wonderful interactions 
such as this man in his house. 

coins and other power-ups that the 
attacked individual has left behind. 
This wouldn't be so bad, but it's a 
really boring process to go 
through. The level of difficulty is so 
easy that an unborn child could 
wade through this problem within 
a few seconds. 

But that's not all. When you've 
collected a few thousand gold 
coins and you're totally in need of 
change of scene, you can enter one 
of the many stores that sell items 
to assist your character. Ranging 
from a pair of snazzy sandals and 


S hlick, crunch, phtooey. 

Right now that we've 
established that it doesn't 
taste very nice, we can try 
and see what it plays like! Right 
now where is the instruction book? 
Ah ha! Here we 
go, it says insert 
cart. Okey dokey 
that's done. Hmm. 

It doesn't appear 
to work. Let me 
just consult the 
manual for a 
moment. Oh, label 
facing forward 
and the power 
switch must be 
turned on. Damn, 

I would have never guessed that! 
Thank God for the ever handy 
instruction manual! 

This is how the game has struck 
me, even reading the manual was a 
tedious and boring task to endure. 
The storyline is short and with no 


imagination. Which once again sup¬ 
ports my protest against many 
recent games being released onto 
the unsuspecting public. With their 
ridiculous price tags and lack of 
thought behind their development. 

Now I'm not one 
to normally aim 
straight for the 
jugular vein 
when encounter¬ 
ing such prod¬ 
ucts, but of late, 
the strain has 
become quite 
unbearable. The 
action takes 
place in wait for 
it, Japan! What a 
place to begin your adventure. 

Assuming the role of a young lad. 
Kid Ying I think, who has trained 
most of his life in a martial arts 
school. He's managed to build him¬ 
self quite a large reputation in the 
fighting art of Jutsu in the land 


The Ying Yang crew battle the Mystical Ghost. 


Kid Ying ponders the mysteries beyond this 
door with the question mark upon it. 


He then battles hordes of evil ghosts. But only 
to get at the cantonese restuarant beyond. 


Why does Dr Yang have several strange 
objects swimming past his head? 

“SOMETHING 
TERRIBLE HAS 
HAPPENED. ” 
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Take note of what the large bear thing says. 


OF YING 

Below is the complete armoury for 
the intrepid kid Ying. Groovy eh? 

Boom! Boom! It'li 
shake the room. 
Unlike this artist's 
impression of a 
plum on fire. 

This small smokers 
pipe is your oniy 
weapon to begin 
with. Not good is it? 


Believe it or not, but 
these are a pair of 
sandals. At a glance 
you'd think they're 
loaves of bread. 

Like the small pipe 
but a little bit bigger 
and heavier. Who 
said there isn't any 
imagination here. 

The pinnacle of 
weapons. This yo yo 
can thwart the 
biggest baddie with 
ease. A big must. 





Armed with a pipe, the kid batiles the undead. 

Stopping suddenly, the kid thinks "Did I leave the oven on?" 


Like i mentioned in the review, there's plenty 
to choose from. Hot. 


If the general store doesn't have what you 
want, try the supermarket. 




Armies of possessed Japanese warriors pursue the kid 
Ying. Did I mention they wear buckets on their heads? 


Hmm. These clouds look a little suspicious. 


It’s a software night- 
mare. There are too ^ 
many products on the 
shelf now that all play 
and look like this. I’m 
not sure where in the world they are 
getting game designers these days. 

But I hope that they begin looking 
elsewhere and soon. 

Mystical Ninja is okay I suppose, 
it’s not enthralling hy any means. The 
graphics are a hit poor for the SNES, 
often reminding me of old THQ games 
and everything else is just piain old 
average. If you wish to go out and pay 
50 quid for something that is going to 
last for a week, then go ahead. 



slices of pizza, you'll be spoilt for 
choice of all the goodies on offer. 
Once you've overcome the shock of 
choice, you'll be racing through the 
game within minutes. 

Through the multiple stages of 
the game you'll be playing two- 
split levels. The first is just pretty 
much what of I've said, exploring 
small portions of the main town 
from an aerial view. The latter, is a 
horizontal scrolling platform romp 
in a style similar to the Mario series 
and others. 

You have to 
run continuously 
right whilst try¬ 
ing to destroy 
minions of the 
Dragon Beast. I 
must admit, this 
is about the oniy 
playable part of 
the game. 

Once you've 
negotiated your 
way through to 
end of the level 
you'll have to 


face the first in a short line of the 
Dragon Beast's stronger henchmen. 
Just a normal, run of the mill, bat¬ 
tle will take place against an enemy 
with double the strength than 
yourself. Although graphically 
superior to the other minor sprites, 
the mini-boss is easy to overcome 
for the (ahem) experienced gamer. 

When playing with two players it 
becomes a lot more enjoyable. 
Unlike most two player games. 
Mystical Ninja doesn't up the level 
of difficulty, 
making the 
progress too 
monotonous 
to put into 
words. Even 
if we did 
exclude all 
of the faults 
through the 
graphics and 
storyline 
we're still 
left with a 
dull game. 
The level of 



Strike the bell to destroy ail of the surrounding 
ftre elementals. 


challenge is too mini¬ 
mal to captivate any¬ 
one's attention for 
longer than a day, this 
makes the password 
system useless. 

I'm not quite sure 
what has happened 
here. Konami have in 
the past demonstrated 
that they are amongst 
the greatest in the 
world when producing 
classy console carts 
and arcade games. 

But when they try to 
explore a new market 
like role-playing carts, 
(well, arcade games 
with a little interac¬ 
tion) it's going to be 
pretty hard. 

I'll be fair to Konami 
by simply saying. I've 
seen a lot better role 
playing games for the 
SNES than this, but 
I've also seen a hell of 
a lot worse before. 


I, on the other hand, am going to 
buy something like Daffy Duck or 
Young Merlin. Something that’s a 
challenge and worthwhile. 


GRAPHICS/// 

The graphics kings have slipped up 
severely here. 


SONICS/////// 

It’s not bad. You wouldn’t connect it' 
to your stereo that’s for sure. 


LIFE SPAN/// 


I think I’m being a little bit too 
generous here. 


GAMEPLAY// 


It’s quick enough to play, but too 
boring to keep you hooked. 



OVERALL 


70 % 


SUPER ACTIONS! 


















































































































Leo and Don seem to be gettin’ it on at a local 
pop concert. Mmm, I wonder who’s playing? 


Don cracks Leo’s shins with a harsh and 
pointless thwack with his almighty tough staff. 


'iinik- 














And again! Leo really should he watching out 
for this kind of forthcoming punishment. 


Don seems quiet. Leo looks chill. There’s 
nothing happening so i’ll waffle for a hit... erm. 




KONAMI 



TURTLE KOMBAT 


ARMAGGON: 
He’s a big shark 
with legs and 
he packs a 
mean punch. 
His top move is 
the high pow¬ 
ered ice balls. 


WING NUT: 

Not the best 
looking one of 
the fighters, but 
he’s pretty 
handy. Mad leg 
spins and hand 
stands ahoy. 


DONATELLO: 
Young Don has 
a wicked staff 
of pure Turtle 
power. Watch 
out for his 
Dragon Breath 
special move. 

LEONARDO: 

With his magic 
swords he rules 
and wipes out 
nasties with the 
help of his 
handy shark’s 
fin attack. 




ASKA: 

Chun Li pack 
yer bags! This 
sweet moving 
babe knows all 
the tricks. 
Including her 
butt attack. 

C. SHREDDER: 
The Vega of this 
cart. He’s big, 
he’s quick and 
he means busi¬ 
ness. My per¬ 
sonal cream of 
the crop. 


MIKEY: 

He’ll do some 
nasty damage 
with the aid of 
his nunchukas 
so you best 
keep out of his 
way. Okay? 

RAPH: 

The last of the 
turtles has a 
special move 
identical to 
Vega’s. That’s 
right! He has a 
top power drill. 
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CHROME DOME: 
Maniac robot 
with extendable 
legs and arms. 
Special blow 
apart move 
leaves his oppo¬ 
nents in bits. 

WAR: 

Big purple 
beastie with 
wide shoulders 
and huge nails. 
Not the best 
selection, but 
he’s alright. 


KARAI: 

She’s the end of 
the game babe. 
Super fast 
punches and 
pant splitting 
kicks are a cert 
with this darlin’. 


RAT KING: 

You can’t 
choose him, 

^ but he’s in here 
i\ foryoutobat- 

I tie. His moves 
j are very similar 
I toZangief’s. 


nMIRNAMENT 


Thank you lord! Finally a 
beat ’em up to rival the best 
of them - Teenage Mutant 
Ninja Turtles; Tournament 
Fighters. Konami deserve lots of 
praise for producing this baby, 
because it’s a beauty. JAY 



M ention the software 
house Konami and you 
immediately think of 
top class games like 
Zombies, Cybernator, Batman 
Returns and Tiny Toons. Well the 
quality of Konami's products hasn't 
gone down hill with the release of 
their latest, and quite possibly their 
greatest, release. Oh no. TMNT: 
Tournament Fighters is a scorcher. 

It's a tough fighting challenge set 
against the weirdest group of 
mutants the world has ever seen. 
Choosing either the Tournament 
mode, the Story mode or the ever 
popular Battle mode, you travel the 
city squaring up against big, brash 
and beautiful sprites. 



Armaggon collects his prize from April O'Neal. 


r JIL VWl ^ 


4 , ■ 


Wing Nut actually won a match!!!??? Who was 
he playing against, Dave Goodyear? 


The tournament itself is being 
broadcast live by April O'Neal from 
a local news station. The winner is 
then brought into the studio to col¬ 
lect the prize. Right. Now you've 
got the general gist of the game 
concept. I'll get round to telling you 
what it's really like. 

I've been getting totally fed up of 
the drab, two minute wonders of 
the beat 'em up world and if you've 
read my review of Art of Fighting 
earlier on in this issue, you'll know 
how much it gets me worked up. I 
half expected Turtles to be another 
big let down, but thankfully it's 
most definitely not. 

Street Fighter 2 Turbo hardly sees 
the light of day nowadays. Mortal 
Kombat is gathering dust in the 
game drawer and Tuff E Nuff can't 
take the pace when it's put up 
against this cart. I don't know for 
sure if this is just a phase we're all 
going through, but Turtles is posi¬ 
tively the fave at the moment. 

If you think SF2 Turbo is fast, 
then just wait until you get a load 
of TMNT. Not only is the scrolling 
very quick and sufficiently slick, but 
the fluid movements of the amaz- 



Flashing blades and purple jump suits. Cyber 
Shredder throws stupid Wing Nut to the deck. 
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GRAPHICS/// 

Top notch shading, amazing back 
drops and gorgeous main sprites. 




SONICS///////(gO)7 


LIFE SPAN///(94>/ 

Can you put a life span on SF2? 

Well you can’t with this one either. 1 

GAMEPLAY///^/ 

Excellent combos of moves topped ^ 

with the added special powers. T 


This is a ciassy cart if 
ever i saw one and i 
must rate it highiy 
aiongside SF2 in the 
beat ’em up stakes, 
it’s nice to see a beat ’em up titie that 
offers something more than one or 
two simpie kicks and a biur of cofours 
and bufky sprites. 

it’s aiso refreshing to see that at 
feast someone’s bothered about mak¬ 
ing something more exciting than yet 
another Pit Fighter vs Sonic 
Biastman. i for one wish to thank 
Konami for producing such a dreamy 
and timefy titie. Cheers Konami. 


Aska prepares herself as final riyal Karai 
warms up with some kinda Karate Kid move. 


£TBA • 1 ■ 2 PIATBIS 


Cyber Shredder is reduced to tears as Aska 
performs her special “twirly girly" spin. 


Raph’s amazing power drill in full effect. 

ingly detailed sprites are matched 
beautifully by the intricate back¬ 
drops, resulting in a gorgeous dis¬ 
play of fast-paced Turtle animation 
which looks like it's straight out of 
a cartoon showdown. 

As per, each character has the 
usual bag o' special moves. These 
range from the elaborate "Dragon 
Breath" move to the suspicious 
sounding "Death from Above" 
trick. Every secret move is amaz¬ 
ingly simple to 
work out and 
the key to 
pummelling 
opponents 
with a forceful 
combination of 
energy smash¬ 
ing kicks and 
punches is eas¬ 
ily accessible 
through the 
simple and effi¬ 
cient button 
configurations. 

Some of the 


Kami’s burnin’ up! Hot babe! Cor! 
characters, such as Wingnut or 
Armaggon, may look completely 
duff, as if they are gonna' last three 
seconds in the arena. But once they 
waddle in there, you'll soon realise 
that looks can be deceiving. 

Shredder looks threatening with 
ail his bulging muscles and spikey 
attire, and more often than not, 
he's the one to put your money on. 

He's pretty quick on his toes (then 
again, most of them are) and his 
cyber uppercuts can cause massive 
amounts of devastation and all 
important point loss. 


had enough of the sad fighting 
sims, then Tournament Fighters 
should make a nice change. 


Shredder vs 

Under the main ener¬ 
gy bar at the top of the 
screen lies another bar. 

This green line will 
build up to it's capacity, 
depending on how 
many times you strike 
your opponent. Once 
this bar is completely 
chocka, you'll then be 
able to make use of the 
hidden secret death 
moves. 

Depending on 
which character 
you've selected, 
the death move can 
be used by hammer¬ 
ing your X and A but¬ 
tons simultaneously. 

This is a crazy beat 'em 
up extravaganza to rival 
the big boys of th 
moment and it has the 
added value of being quite 
an addictive and excellent 
beat 'em up. 

So if you, like me, have 


Wing Nut has every reason to look scared. 
Shredder has just given off his electric bolt. 


Leo has been blasted full force in the chest 
with Armaggon’s ice ball. But you missed it. 


SUPER ACTION 39 
































































iAM COME TRUE! 

lELY PLAYABLE 
||FF STYLE 

Hnd soccer 

■ENT ROLLED 
■foONE! 


Nintendo*, 


Magazine System 






1 

1 























































A good quality foot¬ 
ball Sim that sadly 
doesn’t quite bring 
realism and fun 
together in perfect 
harmony as it intended to. Still, 
Virtual Soccer does provide lots of 
action, and has a good few laughs 
thrown in to boot. 

So if you’re on the look out for a 
footy game at the moment then this is 
well worth a closer inspection, just 
make sure you compare it with the 
others first, the choice really boils 
down to personal tastes in football. 


GRAPHICS/// 

Pleasing to the eye, scrolling 
could have been smoother though. 


SONICS///////(8l)/ 

Good use of special effects and ^ 

crowd noises. I 


LIFE SPAN///(79 

You'll probably find you get a little ^ 
bored after a while. , 3-, 


gameplay//(83)/ 

Above average footy action, with X^ 
neat attention to detail. T 


^VERALL 


SUPER ACTION 


OFFICIAL%% REVIEW 


An American 


in the Brazilian 
defence. 




TopArgie 
footy star, 

Bambino, is 

about to ^ S 

kickoff. • 9 

« 


Virtual Soccer attempts to 
succeed in the areas 
where Sensibie Soccer and 
Striker have faitered. But 
that’s one taii order! NEIL 

HUDSON SOFTO £TBA % 1-2 PLAYERS 


He'S totally gutted 


. relatively easy 
aenaltv kick. 


Van Der Bonk trembles just prior to the nerve 
racking penalty shoot out. 


■■ : ? : 

* 

A state of 
confusion just 
prior to a corner 
kick. 


I_ anrt^s 


Pick your team formation carefully and make 
those oh so valuable substitutions. 


W hen anyone mentions 
the words football sim 
to me, I automatically 
relive my moments of 
Striker glory. With its fast explosive 
action and super smooth anima¬ 
tion, it has stood alone in the mar¬ 
ket as quite simply the most 
playable sports sim around on the 
Super Nintendo. 

That is until the likes of Sensible 
Soccer and Kev Keegans Player 
Manager came along and some 
members of the Super Action 
dream team began to voice con¬ 
cerns as to the 




the change of perspective option 
which allows you to see the game 
from three different angles. 

There are two different overhead 
3D views and a smart horizontally 
scrolling side view to choose from 
and Tm sure this will provide hours 
of endless fun alternating between 
them all! 

Each player can 
do all the moves 
any normal footy 
star can, such as 
headers, volleys, 
professional fouls, 
Oscar winning 
'writhing in agony' 
performances, 
being carried off 

_ the pitch and 

Analyse your performance, if you're bothered! ^eing sent off for 

using the odd four letter word at 
the hapless old ref! 

Virtual Soccer looks fairly good, 
but it isn't exactly 
mode seven heav¬ 
en. Far too 
much time is 
taken up on 
swinging 
between 






iliEO i 3 




accuracy of 
Striker as a 
true to life sim. 

"It's all just 
running up and 
down a pitch, 
kicking a ball 
around" they 
would say. 

Well I don't 
know about 
you, but to me 
that is exactly what football is all 
about, but admittedly I am unedu¬ 
cated in such sporting matters. 

Sensi and Kev offered an alleged¬ 
ly more strategic game of footy and 
were relished by the more serious 
footy fan or the spods who insisted 
on reality in a game regardless of 
everything else. 

Now comes another top footy 
sim to try and steal the limelight 
from these other big soccer sellers. 
Virtual Soccer from Hudson Soft 
attempts to reconcile the wide 
'true-to-life/high entertainment 
value' dichotomy that has flawed 
so many previous footy sims which 
have graced the Super Nintendo's 
circuit boards. 

Following the intro screens, you 
are greeted with a game that is 
packed full of options. One particu¬ 
larly impressive and original one is 


Van Der Bonk, notches up yet another goal for 
his team, Holland. Hoorah! 


numerous 3D views 
every time you perform 
a simple throw in or a 
quickly taken corner. 

Although you'll prob¬ 
ably go "Coo, that's 
good!" for the first few 
times, it really does 
become very annoying 
after a while and you'll 
wish you could turn it 
off on the options 
screen (but you can't). 

This game is full of 
nice little touches, such 
as the different crowd 
noises depending upon 
the continent you play 
in and little stretcher 
bearers who carry 
mutilated bodies off 
the pitch, but I still 
don't feel it matches 
the playability and fun 
of good old Striker. 

I also don't feel it 
comes up to the excel¬ 
lent amount of game- 
play you get in Sensi. 
It sits neatly some¬ 
where between the 
two, for example it's 
got better graphics 
than Sensi, but is much 
slower and less fluid 
than Striker. 

If you are looking for 
a mixture of different 
elements and loads of 
options in your footy 
sim then this may well 
be the one for you. I 
personally am going to 
stick with the sheer 
excitement of Striker. 




























































The big white spot on the map of the track is 
your car, and it could be doing better. 


Nigel says "Slow", so do as he says or you’ll be 
wearing that sign post round your neck. 


The impressive course screen allows you to 
pick any of the 16 Grand Prix circuits. 




^ The moustachioed marvel 
I of the formula one racing 
I world screams his way 


Well I never, Hungary’s Grand Prix circuit is 
2.465 miles long. Mmm, how fascinating! 


from the Game Boy grid 
right onto your Super Nintendo. 
Hurrah for Nigel Mansell! 

S ince my driving skills could became a real hero to millions of 
be placed somewhere racing fans. What a guy! What a 
between the crash dum- driver! What a moustache! 
mies and Pat Butcher, then Here's your chance to grab a 
I don't think I'm realistically ever piece of the action and engage in 
going to get the chance to drive a all that FI excitement without the 
car for the Williams Renault team, possibility of six months very 
as Nigel Mansell did. I can still tedious and painful intensive care, 
dream though can't I? Mansell's World Championship 

Even if I was given the opportuni- from Gametek is coming (you 
ty to drive around the worlds great- remember, the amusing advert 
est racing circuits at over 200 mph, with Rik Mayall and his family all 
I think I would probably bottle out sporting huge black eyebrows and 
at the last minute anyway. Formula moustaches, even the dog!) and as 
one requires a calm temperament far as racing games go this is going 
and nerves of steel if you are to to be a biggy. 
become successful and survive. Unbelievably this isn't a 'split 

It comes as no surprise then that screen' driving cart (joy!) and it's 
Nigel Mansell, the placid one, fast, smooth and exciting to boot! I 
made it to the top of driving world, know such positive feelings rarely 
Whilst driving his number five go hand in hand with any auto 
Williams Renault dream related games, but this really is a 
machine, he never even driving sim with a difference. Ok, 
seemed to break into a granted it is a so called serious rac- 
IHMiiiii light sweat despite a few ing sim and as a consequence 
high speed run-ins with doesn't match Super Mario Kart for 
MjPI shiny crash barriers. laughs and giggles, but this is still a 

Our Nigel must have had great game to play. 


More clap trap about the circuits, provides 
hours of endless amusement. 


The sun is shining, you’ve eight laps to go and 
your car is tuned to perfection. Let’s go! 


The main options screen is full of options. 
Coo, what a surprise that is. 


Take heed of the speed you should be 
traveling on each corner. 


Below: Yet more info about where to break, 
don't give too much away Nigel. 


Left: Soup up your car to 
your own personal 
specifications, it’s fun! 




wamfi smri/si 
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GRAPHICS///( 85 >/ 


Not overly detailed, but very 
smooth and fast. 


SONICS///////i(81 >/ 


Loads of tunes but the car still 
sounds like your hoover. 


LIFE SPAN// (83 


Fairly samey. but better than most 
driving sims. 


GAMEPLAY/ (86)/ 


It's straight forward and fun to 
play, nothing to taxing 




Nigel’s impression of your driving performance. 


/ / / 


GAMETEK • £TBA • 1 PLAYER 


A rare sight You're in pole position, but 
you won't be first for very long. 


///^ 


Tight cornering will require some breaking. 


There are options galore in World 
Championship. All the now stan¬ 
dard car specifications, weather 
conditions and course options are 
available, but there are a few other, 
more original and special ones to 
choose from as well. 

You can choose to play either a 
realistic simulation, or a more 
arcadey version of the same game. 
The main differences between the 
two are in the cars cornering and 
accelerating abilities. 

In the arcade version you'll be 
able to fly round the courses at stu¬ 
pidly high speeds without too 
much breaking or flying off the 
track, in the simulation mode, pure 
time will be spent smacking into 
other cars and roadside barriers 
which will wear down tyres and 
lead to the need for pit stops. 

One particularly good option is 
the 'Mansell's Advice' section. Here 
Nigel himself will guide you round 
any of the numerous Grand Prix cir- 

I t If nxT i ' jme : f 


it's the pits, no really it's the pits (Boom, Boom). 


Ooops! 300 to 66 kmh in two seconds, wow! 

cuits and advise you on the best 
racing line to take and when to 
break or accelerate for effective use 
of the car. After one lap he will 
award you a series of percentage 
marks on your breaking, speed and 
cornering performances. 

This knowledge can then be 
taken to the actual racing champi¬ 
onships and used to gain an advan¬ 
tage over the other drivers. Believe 
me, with opponents like Senna and 
Prost you'll need every inch of 
advantage you 
can muster. 

All in ail, this 
is one of the 
best 'realistic' 
driving sims I 
have ever seen. 

Most previous 
ones have sacri¬ 
ficed speed for 
realism, but this 
tended to leave 
slow and rather 
monotonous 
games that lost 


Nige keeps a watchful eye 
over his pupil. 

any engrossing or 
amusement factors 
very quickly indeed. 

Mansell's World 
Championship on the 
other hand, provides 
real pace and sub¬ 
stance in a well pre¬ 
sented package that 
should maintain your 
interest much longer 
than your average FI 
sim would. 




i fjf 


i t sf 




As one of the fastest 
M and smoothest driving 
sims around, Nigei 
* ManseU’s Worid 
Championship pro¬ 
vides you with ail the FI entertain¬ 
ment you coutd ever wish for. It will 
definitely quench any need for FI 
speed you may have and dear old 
Nigel Mansell will also satisfy any 
longing for life-like simulation which 
you might be harbouring. 

If you are looking to create a wide 
library of carts and are stuck for 
which driving sim to purchase, then 
look no further than Nigel. If you’re 
still unsure, compare it to the others 
available and you will begin to truly 
appreciate its superior gameplay. 


On the starting grid the tension really begins to build, 
can you take the pressure? Yes you probably can! 


OVERALL 85“/^ 
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SG PROPAD 2 ... 

Ij^^the Champion’s companion. 

Digital Autofire setting 
LED display setting 

6-Button ‘fighting’ layout 
Programmable ‘syncro-fire’ 

• Slow-motion function 

• Extra long connector cable 

SRP £22.99 inc. VAT. 


The new QJ SG ProPad 2 is designed to 
match the best of the new 
generation of video games for the 
SEGA Megadrive. It has a 
programmable feature which allows any 
combination of fire button moves to be 
assigned to a single left or right fire button. 

The recorded combinations are all indicated in the LED panel 


PROGRAM PAD 

• 30 pre-programmed special moves, including a secret code! 

• 6 memory spaces to program your own combinations 

• Mirror function doubles number of pre-programmed moves 

• LCD control panel to display action sequences 

• Independent autofire control 

SV 337^ 


• 30 pre-programmed ■ 

special moves, Including a 

secret code! " ; 

• 6 memory spaces to program your 
own combinations 

• Mirror function doubles number of pre-programmed moves 

• LCD control panel to display action sequences 

• Built-in backup battery for memory storage 

• Independent autofIre control • Variable slow motion 

• Rotatable fire button pad. 

SNES VERSION SV 336 £49.99 Inc. VAT. 


A New Generation of Controllers from Spectravideo that Will Take You to the Highest Levels of Gamesplay and 
Make You Wonder How You Ever Managed With One of Those Ordinary Types 
LEADERS of the PACK.... STICK WITH US! 

More Winning Products from.... 

QJ Products are available from... 

BEATTIES • BLOCKBUSTER/RITZ • BOOTS • COMET • CURRY’S • DIXONS • FUTURE ZONE • GAME • HMV • JOHN MENZIES • 
OUR PRICE • RUMBELOWS • WH SMITH • SOFTWARE PLUS • TANDY • TOYS R US • VIRGIN ... and all the Best Computer Shops 
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A Nation Of Killers? 

Children And Video Games: An Exploratory Study 
By Dr Guy Cumberbatch, Andrea Maguire and Samantha Woods 



Enclosed Within The Report: 
PREFERRED PASTIMES 
ADDICTION 
VIOLENCE 

PARENTAL INFLUENCE 
SIBLING RIVALRy 
LOSS OF TEMPER 
TELEVISION 
BOREDOM 
PETTY THEFT 
SOCIAL CONCERNS 

The influence of video games is increasingly 
becoming the number one scapegoat for kiddie 
violence and crime. The results of a recent exploratory 
study by Aston University suggest otherwise... 


The Communications Research Group 
Aston University 
Aston Triangle 
Birmingham 
B4 7ET 
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Children were probed about violence. Nearly three 
quarters of the sample admitted to losing their 
temper when playing video games. Could video 
games make children more violent? Read on... 


store in Birmingham city centre. 
Ail interviews were carried out 
in August '93. 

The research was stimulated 
by media concern that children 




E ntitled 'Children And 
Video Games', the report 
by Aston University's 
Communications Research 
Group probes the experiences of 
150 children. The kids, aged 
between seven and 16, were picked 
only if they were interested in 
video games. 

The 37 page long report comes 
up with some fasci¬ 
nating facts and fig¬ 
ures. The main 
findings are sum¬ 
marised here - par¬ 
ents and children 
alike could do a lot 
worse than to read them and take 
heed from them. 

Research Director Dr Guy 
Cumberbatch was surprised to see 
that video game playing was in the 
top three preferred pastimes in 
only 20% of the children surveyed. 


Sporting activities such as football, 
cycling, tennis and cricket were the 
most popular. 

Television, paradoxically, was the 
least popular pastime. Less than 
one in seven of the children sur¬ 
veyed gave up their hobbies or 
reduced the time spent doing them 
to play video games. 

On the more emotive subjects of 
addiction and vio¬ 
lence, 97% of the 
children agreed 
that young people 
could become 
addicted to video 
games. Having said 
that, 84% revealed that other pas¬ 
times could be just as addictive. 

Almost 75% of the sample admit¬ 
ted to losing their temper when 
playing video games. When asked 
if they tended to lose their temper 
more often with video games than 
when playing other things, howev¬ 
er, most of the kids (60%) said no. 

Fifty-eight percent of children 
thought that video games could 


‘Grandad’s addicted 
to Tetris.’ - Girl, 14, 
commenting on 
game addiction 


make people more violent, but only 
In the form of fun fights. 

Only one child thought the vio¬ 
lence could be serious if a fun 
fight went too far. 

One of the most interest¬ 
ing points to be raised 
was that only 3% of par¬ 
ents placed restrictions 
on the type of video 
game the kids could play. 

This was in marked contrast 
to 58% of parents who cen¬ 
sored their television viewing time. 

Dr Cumberbatch's conclusion was 
that the biggest problem was the 
lack of parental knowledge regard¬ 
ing video games. He was reas¬ 
sured, however, to find that the 
children surveyed showed an intel¬ 
ligent interest in the concerns 
sometimes expressed by adults. 


IN CONCLUSION... 

Subjects in the study were mainly 
(79% of 'em) recruited from the 
audiences attending Gamesmaster 
while it was being recorded in 
Oxford. The remainder were made 
up of customers in a video games 














A 12 year old girl on 
parental ignorance 


‘Andrew, my cousin, 
got addicted to 
Lemmings and was 
always on the com* 
puter so we nicked 
his Lemmings car¬ 
tridge and he cried.’ 

- Girl, 11 


‘They (siblings) 
don’t like me play¬ 
ing any more... So 
of course, whenev¬ 
er I go on the game 
they come upstairs, 
start pulling the 
plug out, switching 
off the computer 
and then put their’s 
on and start playing 
it. It’s not fair.’ 
‘Does that make 
you angry?’ 
‘Badly.’ - Boy, 10 


are becoming addicted to video 
games and are therefore 
becoming more violent because 
of them. It's obvious that video 
games have inherited the legacy 
of social concerns about the 
effects of the various mass 
media on kids. 

Evidence from the study 
points to video game playing as 
a time filler which relieves bore¬ 
dom rather than encroaches on 
other hobbies. The children sur¬ 
veyed distinguished play vio¬ 
lence from serious violence and 
admitted to copying play fight¬ 
ing. Even so, however, the kids 
were unsure as to the inspira¬ 
tion for their play (video games 
or TV wrestling for example). 

In conclusion, concerns that 
young people are becoming 
increasingly violent because of 
being hooked on video games 
receive little support judging by 
this study. ALEX LEE 
























Doomed Meaaooolis Part 3 & 4: Certificate 15. Rumik World Fire Tripper: Certificate PC. 


DS OF 


MANGA VIDEOS 


O h joy! We have lots and lots of sparkling 
Manga merchandise to give away to all you 
lucky, lucky readers. Our top anime babe down at 
Manga Video has kindly given us a huge bucket 
o’ vids to shower all you Akira junkies with - and 
what a selection we have too. 


Doomed Megalopolis Parts 3 & 4. An excellent anime overload in your own front room. 


Rumik World: Fire Tripper. Huge explosions and disappearing babies in 

Doomed Megalopolis Parts 3 & 4 and Manga’s 
latest release, Fire Tripper are the videos on offer 
and we have five copies of each video to give 
away. So that’s 1,2, erm... 15 videos to give away! 
Simple answer the twisted questions below if you 
want to be a proud owner of one of these videos. 


CLOSING DATE 
28th FEB 


Send your entries to: 


My answers are: 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


POST CODE 
TEL. 


MANGA VIDEO COMPO 



u 

V//r//ACTIG 



EUROPA HOUSE 
ADLINGTONPARK 
MACCLESFIELD 
SK10 4NP 

.. O IDO NOT WISH TO RECEIVE 

AGE . PROMOTIONAL MATERIAL FROM 

OTHER COMPANIES 


All employees of Europress and their families are banned from entering. The Editor's decision is 
final and no correspondlence will be entered into. 


48 SUPER ACTION 



Q1) Anime is the Japanese word for what? 

a) Greg Mitchell 

b) Guy Cumberbatch 

c) Animation 

Q2) Manga Video release what? 

a) Prisoners of war 

b) The essence of Nicholas 
Whitchell 

c) Japanese animation videos 

Q3) Manga videos contain what? 

a) Squids 

b) Horses 

c) Animation 






















Ortginai 


Seat of 
Quality 


YSTEM 3 ARCADE SOFTWARE LTD 
18 Peterborough Road, 
Harrow, Middlesex 
HA1 2BQ 


SYSTEM - 3 


PAL VERSION 


^ Bounce, bash, squash and stretch % 
® ^ through the exciting worlds^ th^, ^ 

looniest universe ever, complglfe tM ^^ld ^ 
music, sound effects and digitised voi^S;-^ 

Change into other characters to gain extra powers. 

But watch out for putty's 40 fearsome foes, including 
Dazziedaze and Dweezii - they're the nastiest nightmares 
a blob of putty ever had. 
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"The only reason I'm not 
European Champion anymore 
is that Sesia cocked it up!" 
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October 25th saw the release of Power Plav. a top class 

tips video starring computer games champion of the 

worid and part time joystick warrior. Pannv Curiev. 

We caught hoid of big Dan for a brief chat about iife, 

video games and Pominik Diamond, 


Super Action : 

We’ve not heard anything from you 
since you were throwing your weight 
around on Games Master. What have 
you been up to since then? 

Danny Curley : 

Apart from quitting my job at Teartex, 
iWe been programming my own games 
at home, iearning basic programming 
and doing hip future ciassic games iike 
Tug of War. 

M: 

How did you get involved in this video 
with good old Dominik Diamond then? 

DC: 

A movie production company got in 
touch with me and said they were 
interested in doing a games piaying 
video and asked me if i wouid be inter¬ 
ested in working on it with Dominik. i 
said yes, beiieve it or not, and it Just 
went on from there. 

i started coming up with ideas on 
what the video shouid be about - it 
shouid be about games skiiis and tech¬ 
niques rather than tips and cheats, and 
then I started writing the script down 
and then they decided that they were 
going to get Dominik Diamond in to 
present it and that’s when we started 
doing the fiiming. 

I wrote the originai script, dead 
scruffy and aii, but absoiuteiy ioads of 
it. Then they hired some guy to come 
in, he tarted it up, cut it down, and 
structured it more cieaniy as the order 
shouid be on the video. So we actuaiiy 
used that to work off, but me and 
Dominik actuaiiy did the video by ear. 
We iooked at the first coupie of ques¬ 
tions and then piayed it ail by ear, with¬ 
out any actual script to work from. 
That’s why there’s a lot of erms and 
pauses in the video. 

SA: 

So what’s Dominik Diamond really like 
when he’s away from the cameras and 
sexy young girls in frogsuits? 


DC: 

He’s a top bloke. He’s not a prima 
donna - he’s really down to earth. 

M: 

Did you find the games testing job bor¬ 
ing? Was it a drag playing video games 
all day long? 

DC: 

It was good at the start obviously, 
because I wanted to play video games, 
but after about six months it started 
getting depressing. I only quit because 
of the circumstances that came up, 
but i was getting bored of playing 
games and the next step up was iearn¬ 
ing how to actually sit down and pro¬ 
gram the games. 

SA: 

Just how much can you earn as a 
games tester? The nation really wants 
to know. 

CC; 

How much do you earn? Ha Ha! It’s 
quite comfortable, but you couldn’t 
really set yourself up for iife. You’ve 
got to work your way up and become a 
programmer - like I’m doing. 

M: 

Do you prefer Nintendo to Sega? 

DC: 

it’s not really a good idea for me to 
say. There’s a lot of games i like on 
the Mega Drive and a lot I like on the 
SNES. I started everything off on the 
Mega Drive, because I won the Sega 
championships, but i always liked 
Nintendo just as much, but I couldn’t 
say so. Now I just play anything. 

M: 

What about from a programming 
aspect. Who do you prefer? 

DC: 

The SNES has a lot of fancy chips, so it 
has ioads more colours and colour 
overlay, but it has a really crap main 


processor, with no beef to it. Whereas 
the Mega Drive has a dead powerful 
processor. So it depends what kind of 
games you’re talking about. 

Games like Mario Kart and Pilot 
Wings are going to look a lot better on 
the SNES because of the hardware, but 
with football games and platform 
games that don’t necessarily require 
Mode Seven or loads of fancy touches 
but just need a decent processor to 
get a bit of speed going, you’re best 
off with the Mega Drive. 

M: 

How did you start testing games then? 

DC: 

It was actually because i support Man 
United. Sega sponsored a Man United 
versus Leeds match in late August 
1991 and as I’m 20 minutes from the 
ground on a bus, i got invited along. 

in the executive lounge, i sat next to 
one of the bosses from US Gold and he 
told me about Teartex and I thought 
that sounds alright. So he got in touch 
with Teartex and told them ail about 
me and it just went on from there. 



"I didn’t ever 

think I’d olav 

Sames for a 

living': 


SA: 

When you were a kid did you spend end¬ 
less nights dreaming of this sort of Job? 


-DC: 

/ always wanted to be a spaceman, I 
always wanted to go to space. I didn’t 
ever think I’d play games for a living 
when I was sitting there playing my 
Spectrum and that. I’d never thought 
of piaying games as a career move, but 
it just happened, so I took it. I’ve been 
playing now for 12 years, ever since I 
was six when my Dad got me an Atari 
for my birthday. 

SA: 

Do you think your life has been ruined 
by all this excessive games playing? 

DC: 

I wouldn’t say my life . 

had been ruined. It COtltm .« 
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addict 


started about two and a half years ago 
when I won the Sega championships. 
Everyone thought it was a bit cushy 
playing games ali day but nobody 
seems to understand how boring it is 
piaying the same game for 18 months 
on end. 

SA: 

When you go down your local pub, do all 
your mates expect you to get the drinks 
in just because you’re a famous TV 
star? 

DC: 

/ am actuaiiy the biggest scrounger my 
mates know. I do iike to go out on a 
Saturday night but I always try to pay 
my way. 

SA: 

Do you consider yourself to be the best 
gamesplayer in the UK? 

No. The world. There are probably a 
few Japanese lads who can whip my 
ass, but Vm the best in Europe. 

M: 

On Sega or Nintendo? 

DC; 

On ali consoies. 

SA: 

Fair enough. But you’re not the 
European champion any more. 

DC: 

The oniy reason I am not the European 
champion is that Sega cocked it up. 
When they found out that I was work¬ 
ing within the industry, they made sure 
that I wasn't aiiowed to enter again. 

I haven't seen any publicity for the 
1993 finais, but I saw the 1992 Sega 
European finais and I could have 
whipped any of them. If I had the 
chance I would definitely have won 
again in 1992. 

SA: 

Alright, calm down Dan. Geez. Erm.. 
does it take a certain sort of intelli¬ 
gence to play games all day or can any¬ 
body do it? 

DC; 

You have to adopt a different sort of 
common sense as in what's going to 
happen next, so after playing it for so 
long you get an idea what's going to 
happen with a game. It's a different 
sort of reaiity to the outside worid. I 
have average common sense in the 
outside world, but when it comes to 
gamespiaying I know what's going on. 

I've heard these reports about three 
year old geniuses who have compieted 
ievei one of Mario, and they have been 
playing it for six months. But they are 
oniy geniuses for their own age group. 


SA: 

Mmm. Do you think that most console 
games are too easy then? 

DQ; 

For example. Take Mickey and Donaid 
on the Mega Drive, I completed it on 
my first go, which I find appaliing. I'm 
sure a lot of kids aren't going to do 
that, but nonetheiess, a game shouid 
be more generai than aimed at a spe¬ 
cific age group. It should have difficul¬ 
ty settings and ail that, which is why I 
detest easy games - especiaiiy if they 
have a iarge price tag on them. 

SA: 

Are you arrogant? 

DC: 

/ have been known to be big headed, 
but it's not something to be specificai- 
iy proud of, piaying games. It's not 
exactly cool if you can complete Sonic 
the Hedgehog. 

SA: 

Indeed it isn’t. So are you the best at 
all console games? 

PC: 

No. There's a lot of people that are 
better than me at certain games. I can 
get whipped on Streetfighter 2 or on 
Super Tennis. But if you judge some¬ 
one's gamespiaying skiiis on severai 
games, then you get a much better 
idea of how good they ready are. I have 
piayed hundreds of consoie games in 
my time. 

SA: 

What genre of game are you best at? 

PC; 

I'm very good at racing games and 
shoot 'em ups. RPGs are my favourite 
kind of game, but I wouldn't say I was 
particularly good at them because they 
don't require much gamespiaying 
skiiis, it's just a matter of inteiiigence 
ready, working out puzzies and stuff. 

SA: 

Here’s your chance to plug your new 
video. Take it away Dan. 

DC: 

Power Piay doesn't ted you how to 
skip ieveis on Bubsy Bobcat or Mickey 
Mouse, but it wiil teach you how to fig¬ 
ure things out for yourself rather than 
ted you what to do next. 

For example, ad end of level 
guardians have difficuity curves. You 
piay it the first time and you probabiy 
get kided. 

You iearn something about it, you 
iearn it's attack patterns or stuff like 
that. This wid heip you get through the 
difficuity curve faster, so you can fig¬ 
ure it out a lot faster. Ad the other 
games video on the market just give 
you tips on how to piay specific 
games, so my video is a iot better. 


SA: 

Yes, of course it is Danny, but can you 
use these skills on all console games? 

DC: 

/ wiil teach you a skid and use a specif¬ 
ic game to idustrate it. Most games 
are ail quite simiiar in fact. 

SA: 

But wouldn’t people pick up these skills 
anyway? 

PJC: 

Yes. If they have twelve years to spare. 
What I've learnt and what I've used in 
the championships I have put into that 
video. It's for new gamesplayers and 
veterans alike. 

SA: 

Were you dead nervous in the UK cham¬ 
pionships? 

PC: 

In each of the competitions there were 
very different reasons to win. The 
1991 UK Championship was to get 
some form of recognition for myself. 
Back then I was just a little kid playing 
video games. 

In the European championships there 
were ioads of magazine journaiists and 
TV crews there from the UK, and they 
were ad pidng ioads of pressure on me 
to win. i felt I had to win or I was iet- 
ting the country down. But the two 
iads i was piaying against were use¬ 
less, so I walked that one. 

The 1992 UK one, the reason I had 
to win that was for my job, because 
the reason I got the job in the first 
piace was for being champion. So the 
UK one was for me and Manchester 
and the European one was definitely 
for my country. 

SA: 

So after the finals did people start com¬ 
ing up to you in the street and recognis¬ 
ing you? 

PC: 

Two years ago the games industry 
wasn't as massive as it is now. Peopie 
round our way were coming up to me 
and saying wed done and some asking 
me for tips and that. I was a locai 
hero, I don't mean around Greater 
Manchester or anything - just around 
Ancoats and down my road. 

SA: 

Why do you have your own promotional 
lady if you’re not the champ anymore? 

PC: 

The company who made the video. Live 
Time, who have aiso done the Lover's 
Guide series, use a private agency to 
promote their videos. They also pro¬ 
mote my Power Play video you see and 
that's why I've got a super special pro¬ 
motions lady to handle ad my top 
secret PR business. 



SA: 

What do you think about being a nation¬ 
al celebrity and being interviewed by 
papers like The Sun, The Daily Mail and 
Super Action? 

DC: 

That ad started about two and a haif 
years ago, so the novelty has worn off 
by now. But I'm ad for the amount of 
publicity and promotions that we do, 
because the more the video seiis the 
better I do out of it. 

SA: 

Are you a true star? 

PC; 

The thing with the video games indus¬ 
try, apart from the characters iike 
Sonic and Mario, is that any human fig¬ 
ures within the industry don't get 
household name status, because only 
gamesplayers are interested. Dominik 
Diamond was the first to change this 
and, with the video and ad, I shouid be 
the next. 

SA: 

It’s a pathetic question, but what’s your 
favourite game? 

DC: 

I am absoiutely briidant at Super Mario 
Kart. I once won £20 gambiing on it 
with a programmer at Teartex. 

SA: 

Besides earning mass amounts of 
money in private gambling, do you get 
chance to play down the arcades? 

DC: 

About three years ago, some guy put a 
match out on my face in an arcade in 
town, so I don't ready bother with 
them any more. They are ad fud of 
rough people. 

SA: 

Finally, do you think the image of the 
average gamesplayer has changed over 
the years? 

DC: 

Wed you can't actually say people that 
play games are train spotter type 
spods any more, because everybody 
does it. it's a bit like music. Only a few 
people used to listen to '50s music, 
but now everybody's into it. 

SA: 

Are they? 

PC: 

Yes. 


Power Play bv Life Time video is 

45mins in length and only costs 
£10.99. It stars "The Joystick Warrior” 

Danny Curlev and Dominik Diamond 

and is available at most usual video 

outlets. Buy it! 
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Bwin win win win win 



win ten copies of 


POWER PLAY 



Q3) Danny was a tester for which 
one of the following titles? 

A - Rashback 
B - Secret Games 
C - Secret Games 


To celebrate the release of Danny Curley's amazing new 

video - Power Play, we at super Action have got together with Live Time video 
to bring you this truly stunning competition. Simply answer the easy questions, put them 
in an envelope and send them to the address below and you could be a lucky winner of 
one of these 10 videos we’ve got to give away. But remember, you’ll find all the answers 
you need within the interview (except the last one). Good luck! 


A -1991 
B-1992 
C-1993 


A - Mario Kart 


B - Secret Games 


C - Secret Games 


So take notice kids. The sleeve 
method is the one you must master. 


Q2) What is Danny’s favourite 
SNES cart? 


Ql) Which year did Danny Curley 
win the European games 
Championships? 



i have no idea what's going on in this 
shot. I suppose Danny's won again. 


MACCLESFIELD 


POSTCODE . SK10 4NP 

Q I DO NOT WISH TO RECEIVE 

TEL . PROMOTIONAL MATERIAL FROM 

OTHER COMPANIES 

All employees of Europress and their families are banned from entering. The 
Editor's decision is final and no correspondence will be entered into 

SUPER ACTION B3 


Dominik Diamond takes time out to 
wonder where his side burns have gone. 


My answers are; 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


Send your entries to: 

POWERPLAY COMPO 
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*N 


EUROPA HOUSE 
ADLINGTON PARK 
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Street fashion is at an all time high. Wear the wrong 
clothes and you'll get laughed at. Wear the right clothes 
and you'll be the centre of attention. But keeping up 
with fashion is an expensive task. Joe Bloggs, perhaps 
the UK's leading streetware label, together with the 
leading publisher of computer mags - Europress (that's 
us that is) have been in meeting rooms up and down 
the country securing the hottest deal this year! 

Forget those ridiculously expensive prices you pay in 
the shops. Cos, we've all the latest street fashions at a 
cut down price, and in turn were passing on the savings 
to our loyal readers, (thats you that is). Have a browse, 
see if anything takes your fancy, if it does, simply whap 
in the number on the coupon. Oh, and the size and not 
forgetting the colour. 

Write out a cheque, bang it in an envelope. Wait 28 
days and become the envy of all your friends. It's as 
easy as that. Boy or girl, Joe Bloggs is for you! 


BLOGGS FAX v 

New innovations from Bloggs 
include the One Size Jean. A 
design that can fit anyone 
ranging from a 22" to a 40" / 

inch waist. 


FASHION INDEX 


(1)‘B’jeans- 103876 
As you can see here, these jeans have got 
that, dare I say it ‘Shabba’ style to them. 
Wear them the conventional way, over your 
trainers or get on the hip hop tip, by tucking 
them into your boots. Well sorted! Oh, yea 
there’s a nice big ‘B’ emblem on the back 
pocket. 


(2) Neck tie natural top 
Going back to basics, made with natural 
fibres, this loose fitting top makes excellent 
clubware, and it’d certainly look the part on 
‘da street’. 


is for you. As a special bonus for cuff fans, 
two cuffs are included! Can be worn tucked in 
or out, the decision is entirely yours! 


(5) Wooly hat 

Gripes, Winter’s just around the corner. Hey, 
when it comes to sno’ ball 
fights, theres one thing having a pair of 
gloves, eh but what about that all important 
head of yours! I bet you forgot all about that, 
well don’t worry too much, because this hat 
complete with bloggs logo will look after your 
brain as well as keeping your body heat in. Go 
on mum’s treat ‘em. They deserve it. 


(8) Round neck Bloggs 'natural' top 
Crew neck, long sleeved made. For any 
wanna be naturalist. Its also got some 
groovy text on the front, A1. 


9) Bloggs flag type jeans 
long leg jeans, leather badge, and a rather 
fetching flag type Bloggs logo on the back 
right pocket. Good fashion jeans, that’ll no 
doubt have a massive lifespan. 


Yes! You too can look as cool 
as these guys! Be the envy of 
all your mates with all this top 
Joe Bloggs clobber. 


(3) Joe Bloggs ‘Ultimate Player’ cap 
This top of the range cap, is of ‘that’ State’ 
style, and can be worn in numerous ways. 
On the front, is a trendy Bloggs - Ultimate 
player logo this in itself makes the cap a 
fashion item, that no self respecting person 
can ill afford to avoid. Spinning it around, 
and wearing the peak backwards shows a 
Game Over’ badge, a must for any games- 
master. 

ail the features of a US Cap, at a more than 
reasnobie price. 


(4) Striped top - 106442 

If you like your clothes loose-fitting, stripy 

and with buttons ail the way down then this 


(6) Bloggs logo jeans 
These are the type of jeans, made for the 
‘straighter’ amongst you. If you don’t want to 
advertise the fact that your jeans are from 
“Bloggs’ yet want a top quality pair of strides. 
These are right up your street. Boasting a very 
conservative Bloggs badge. 


(7) Bloggs backpack 

If you’re after a pack for your back then a 
Backpack is the item you require. Fashionable 
yet practical this Bloggs bag will soon take 
pride of place whenever carrying stuff is the 
order of the day. A natty little Over-the- 
Shouider number can be yours by simply send¬ 
ing off for this. 


(10) Denim shirt 

Casual, smart? Tucked in, left out? Buttoned 
up, un-buttoned. The amount of ways you 
can wear this top quality denim shirt with its 
stylish cotton back are untrue. As is the 
price! 


(11) Jogging bottoms 
Regardless of where you are, you’ll fit in 
with these lightweight joggers. Although I 
wouldn’t reccomend them at weddings. The 
tie string around the waist can be used to 
adjust the tightness. So if you like em 
baggy get a bigger size. 










BLOGGS FAX ^ 

The Legendary Joe Bloggs 
label was started in 1986 by 
Shami Ahmed. Shami is still 
the Managing Directer of the 
company. 


Complete the form below and return it together with 
your cheque to Joe Bloggs reader offer. Europress 
Interactive, Europa House, Adlington Park, SK10 4NP, 
Make cheques payable to Europress Interactive Ltd. 


Cheque No: □□□□□□ 


Name_ 

Address 


Bloggs pioneered the come¬ 
back of flaired clothing a few 
of years ago and were an 
instrumental factor in the 
Madchester period. ^ 


Post Code 


raHHmg 


(12) Bloggs 'B' Top (red B) 

I'm afraid to say, that somebody has nicked our 
consignment. Still there’s plenty of other nice 
tops. Ah well, such is life. 

(13) Bloggs natural with strip 

Yea. we like this one. Another one of those 
smart tops you can wear pretty much anywhere. 
Winter thru to Summer, this'll always be en 


NO 

DESCRIPTION 

SIZE 

COLOUR 

PRICE 











































Please include an extra £2.00 for postage & packaging 



Allow 28 days for delivery. TOTAL 






































STYLISH. Sophisticated. Adult. Informative. 
Opinionated. Incisive. Refreshing. 

On the ball. Stimulating. Tantalising. 



— 


The best just get better 

BULLFROG 

leap into '34 


1HE SOLUIION 


COMPLETE SOLUTIONS TO AND 


pM 


DISK 1 

KRUSTYS 
FUN HOUSE 

EXCLUSIVE Four 
fiendishly playable 
levels ol the latest 
cartoonesque Simpson 
related mmd mangier 


pM 




DISK 2 

I PINBALL 
FANTASIES 

EXCLUSIVE Indulge 
j your wildest lantasies 
\ with an intensely 
I addictive playable 
partyland pinball table 


get to the bottom 

of the affair 


III WIN A PORTABLE PC 

11 worth £1^800 

from Ocean Software 

PRESS ISSUE 3 JANUARY' 1 99 4 UK £3.95 


By heck, the things some magazines will resort 

TO TO SELL COPIES. PC ACTION. THIS IS IT. 

THE COMPLETE GUIDE TO PC ENTERTAINMENT. 


PCiiii 


On sale December 23rd. Get it. 

Call Fiona on 0625 878888 
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O fficially the greatest SNES beat ’em ups of all time, 
at least in our opinion, are Streetfighter II and its 
younger brother Streetfighter II Turbo. So what 
could be better than the most special of special offers 
involving all your high-kicking favourites? 

All twelve of the world’s meanest streetfighting 
dudes are available for the bargain price of £1 each - yes, 
only one pound. What’s even more amazing is that you can 


buy the full set of twelve for only £10! Yoinks, a tenner! 
Unbelievable even if we say so ourselves. 

Impress all your buddies, meet loads of new, sexy 
friends and generally feel funky and fashionable as you 
skank down the street with pride. 

Send your cheques in as soon as you can to avoid 
excessive disappointment and enhance your chances of 
large scale popularity. 



d. Dhalsim e. E. Honda f. Guile 


b. Blanka 


C. Chun Li 


a. Balrog 


I. Zangief 


h. M. Bison 



please send me: 

badge No(s) 

I enclose a cheque/postal order (no cash please) for £ 


MAKE CHEQUES PAYABLE TO: EUROPRESS INTERACTIVE 


send your order to: Name .... 

STREETFIGHTER 11 BADGE OFFER, Address 

Super Action, Europe House, 

Adlington Park, Macclesfield SK10 4NP. 



Post Code 


SUPER ACTION 57 
























^ 03 ) 652 ^ 


Superpctioi^is ppud to announce the ^ming of 
the Oflciat Nint^nclo Hotline. In the n^i few 


months %^lr^gb1^a bring ya countle^psxclusive 
hints, tipwan<%guidlbs, aii iive and dir^p from the 
professibiiais M iNintendoland HQ. ^ 


in 1985, Mattel started distributing 
the IMES, but it didn't take off. it 
wasn't until 1989 when Bandai took 
over the distribution that the NES 
started to sell. 

The Americans and another cou¬ 
ple of countries already had hot¬ 
lines, so Britain followed suit and 
on the 1st January 1991 Bandai 
opened the UK Nintendo Hotline. 
As the NES grew, so did Bandai. 

By Christmas 1991, Bandai 
extended their offices from 
Fareham to Southampton. It wasn't 
until early 1993, however, that 
Nintendo decided to take over dis¬ 
tribution of their product. 

Initially, there were only five 
Hotliners. By 1992 there were 
seven and today there are 10. Every 
day, each Hotliner takes around 250 


Cannon 

, Tetris 
Bad Brains 


rhoieyeof 

mondis 


calls. The bulk of these concern the 
large adventure games such as 
Zelda, Lagoon and Shadowrun. 

The Hotline strives to give help 
on most Nintendo games and 
selected third party releases. The 
Hotline has continued to grow into 
one of the most valuable depart¬ 
ments in Nintendo. 
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Arguably the greatest role playing 
game on the SNES is the subject 
of this marvellous compo. Five 
copies of Might And Magic II from 
Elite, which scored a whopping 
90% in our Christmas issue, are up 
for grabs. 

Not only that, there are five quality Elite t-shirts on offer for five 
lucky runners-up. Each t-shirt has the Elite logo on the front with a 
pretentious dictionary definition of the word ‘elite’ on the back. 
They’re very cool and guaranteed to impress your friends. 

To enter, for a change, you’re gonna have to answer three questions 
and send off the form to us before the closing date. Easy? Reasonably, 
but remember you’ve gotta get the answers right to stand a chance of 
winning. Good luck ~ answers to be in by 1st March. 



5 GAMES 


1. Might And Magic II was reviewed in our Christmas 
issue, but how did the review start? 

a) imagine a game...’ 

b) ‘Welcome to Novelty Island...’ 

c) ‘Hello, Greg Mitchell here...’ 


MACCLESFIELD 


POST CODE . SK10 4NP 

Q I DO NOT WISH TO RECEIVE 

TEL . PROMOTIONAL MATERIAL FROM 

OTHER COMPANIES 

All employees of Europress and their families are banned from entering. The Editor's decision is 
final and no correspondence will be entered into. 
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2. Who reviewed the game? 

a) Dave 

b) Graham Lister 

c) Uncle Pete 


3. What score did it get? 

a) Donkey 

b) 90% 

c) Cakey pig 


CLOSING DATE 


1ST MARCH 


Send your entries to: 
My answers are: MIGHT & MAGIC COMPO 

3). 

EUROPA HOUSE 

ADDRESS ADLINGTON PARK 


















At last! 

The classic arcade 
coin-op smash hit 
arrives on the J 

SNES- 
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We talk to Software Creations, 

the design team behind Plok and 

the first company outside Japan to 

work on SNES games. _ D AV E 




The designers - big kids the lot of them. Notice all the lit¬ 

tle dollies and toys strewn around the place? 



The music factory - dig ail the fancy equipment, but 

who’s that strange geezer in the hat? 



I t’S the day before bonfire night and 
Richard Kay, managing director of 
Software Creations has cancelled a 
firework-buying trip with partner Mike 
to speak to me. But Mike appears with 
the biggest rocket you have ever seen 
and all the office gather round admir¬ 
ing it. “We’re all just big kids here. A 
lot of people who are coming through 
the industry now are into toys and col¬ 
lecting strange things” says Mark 
Dawson, the project manager. 

“One of our designers collects 
Thunderbirds models. You couldn’t get 
us out of a toy shop, we’d spend all 
day in it. Still, when you’re working on 
a Barbie game, aimed at three to 
seven-year-old females, isn’t it difficult 
knowing what they want out of the 
game? You know what works on the 
computer, and it'sjust a case of slot¬ 
ting the different characters in.” 

But I wasn’t being fooled. It isn’t 
child’s play producing games and in 
fact Richard Kay takes the business 
very seriously. His staff of 48 includes 
five managers and producers, who 
oversee each project, ensuring the ani¬ 
mation met requirements. 

“Everything’s stacked up, every¬ 
thing’s detailed, but not as much as 
I’d like. This time last year we only had 
one producer. Eighteen months ago we 
didn’t have any.” 

Richard’s is a story of phenomenal 
success. He began as a gofer and box 
packer for Ocean software in 1982 
and taught himself to program. He set 


up his own company in 1986 and dealt 
with a lot of Capcom conversions for 
the Amiga and ST like Bubble Bobble. 
Then came the console revolution. His 
friend Michael Webb got hold of one of 
the first Nintendo machines from 
Japan and worked out how to program. 

“In 1990 we were the first company 
to do SNES work and we were the sec¬ 
ond company in Europe to do NES 
work. Back in 1988 there were only 
ourselves and Rare and three million 
machines. Now there are 30 million 
machines and about 20 licensees. I 
wish we had done more back then, but 
we only had one machine to work on. 
We didn’t produce our first games until 
the end of 1989 when we did Super 
Off Road, Spiderman and the X men 
and Solstice 2” he says. 

They are now working on Nintendo’s 
baseball game, due out in the first 
quarter of this year. “Nintendo have 
never ever contracted out a project 
from day one, so that must say a little 
bit for our standards. People know our 
quality because we have been around 
a long time. We were there before any¬ 
body else and others have Just Jumped 
on the bandwagon.” 

“We have done 30 or 40 titles now, 
so certain publishers use us a lot, like 
SunSoft and Acclaim. Having already 
done a Disney game, we’re certainly 
going to be favourites if they’re putting 
out a Disney title. In fact SunSoft have 
Just commissioned us to do Road 
Runner 2 on the SNES.” 


The ^ames designer, creator of Plok and the ideas man 

at Creations. Big Johnny Pickford - what an imagination! 
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MANCHESTER 


Richard is very proud of the fact that 
the animation on Beauty and the 
Beast, out now in the States, was 
approved straight away by Disney. 
“Sometimes the picture you have in 
your head is completely different to 
their idea, so it’s very difficult to get 
the characters just right.” 

Brian Ullrich, the producer of Beauty 
and the Beast, is to be in charge of 
the operation in Seattle. “Brian has 
worked with Mr. Myamoto of Mario 
fame and used to be one of 
Nintendo’s producers so he will liaise 
with Nintendo out there.” 

Richard will direct the operations 
from Software Creation’s home in 
Manchester. “All our clients are 
American anyway and we are already 
doing work for Nintendo, so it makes 
sense to have a Seattle base to han¬ 
dle our submissions. Five UK nationals 
will be going out to train up people 
over there.” 

Richard has recently taken on a 
number of animators form Cosgrove 
Hall, the studios responsible for 
Danger Mouse and Count Duccula. 
“They are now working on Spiderman 
2 and it reaily looks Just like the car¬ 
toon. I’m taking a risk in training peo¬ 
ple and it‘s really expensive. But it 
pays off with fresh ideas and you don’t 
have any of the egos that are common 
elsewhere in the industry.” 

“In the States they want people who 
have been in there a long time. What 
happens when they get to 35 or 40? 
They are not going to want to do this 
for the rest of their lives and their 
games are going to become stale.” 



John Pickford conceived the idea 
of Plok five years ago. *‘We were 
throwing ideas around and came 
up with Plok the exploding man. 
But we had almost given up hope 
of ever seeing it on the shelf, 
when Richard came” he says. 

Two years later the game was 
completed and now begins the 
process of making this endearing 
character a celebrity of Sonic sta¬ 
tus. John has his hopes set 
on this games. “If you 
spend two years of 
your life on some- 
thing if s pretty 
important to you." 

Plok is a top class 
platform game with a leg-throwing 
character who can spin like Sonic 
and turn into a chainsaw in the 
process. He can get very annoyed 
and start throwing shells at peo¬ 
ple. And he can flag down 
various forms of trans- 
port on the way such as 
jet packs, flying 
saucers, jeeps and \'4 

springs. He can turn Into ^ 

a boxer and he goes in 
search of his grand- // 

father's 


hidden treasure on Legacy Island. 

The designers get very excited 
when they are showing it to me. 

‘ Steve, you've got to show him the 
rotating spider's web,” cries some¬ 
one. I'm all eyes. 



Chun Wah Kong is a games tester. He 
has to sit in front of a screen piaying 
games aii day iong. Sounds great you 
might think. And he does become 
something of an expert, demonstrating 
how he can get the top score on a Piok 
bonus screen. But its not aii fun as he 
has to expiore every square inch of the 
game in mind-numbing detaii. 

So does he piay games outside work? 

go home and piay the games i want 
to piay, ” he said **iVs good to be seeing 
other games, i want to be a designer 
one day and so its important to have a 
wide knowiedge of the games worid ." 

Richard Kay says the games testers 
are an important part of his team, 
''instead of the programmer wondering 
at the end why its crashing, we give 
them to to the tester whiie the game is 
deveioping. And they piay it aii on video 
too, because the programmer wouid 
never beiieve them if they said there 
was something wrong with his game ." 



This is where it all takes 

place. No not number 10 

silly. Creation’s front door. 
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Anime, mime mime. We don't normally forte the Manga issu 
down your throat, but this month we detided to give you an amm 
update on the very latest releases from the Manga Video label. SA 


o< 


go 

So) 

64 


£l 

O I 

O ;= 

on - 
? ^ 
s ^ 


N 


o 


ill 

5 c; 

^ 2 E 

I I o 


— 

in 

X 



o 

3: 

:c 


o 

0 

H 

W) 

o 


Q 

0. 

V) 

. o 


o 

0. 

I 

0) 


o 

~ 

'6 

■4-' 

>- 

>- 


'6 

BP 

TO 

o 

o 

■4-1 

$ 

UO 

c 

TO 

■ o 

■4^ 

33 

N 

BP 

TO 

O 

c 

’■^ 

. o 

3i 

V) 



o 

ic 

c 

‘■P 

cr 

o 

o 

5 

5 

s 

cr 

Q 

o 

Q 

c« 

D 

cr 

o 


ic 

I 

s 

5 

v> 

o 

>- 

o 

- 2i 

o S 




< 






»- 


C/) 


CO 

o 



Q 

o 





5 






V) 



— 




CN 


CO 


z 

O 

T—i 

o 

O) 

: PG 

Ui 

X 

2 

O 

"" 00 

0 ^ 


c 

0) 

»“ 

K 

E o 

t— 

Od 

c 

‘c 

4- 

TO 

O 

jP 

u. 

o 

>— 

O 

o 

i| 

O 

U1 

O 

c; 

0 


!S 


c »- 

D « 

a 

cr O 

H 

6 

ir o 

— 


3: 3 

V) 3 

? i 


^ ~ It: o 

: r - I, S 
^ Q q: O C O 


n 

z. 


21 

5 - 

00 

^ ^ 
UJ .. 00 

Q 0 ^ 

S E o 

■— 

E *■*= 


iS 


c 


(f) 

CD 


Z3 0) 

cr o 


-J 5 

^ o 

- 


a: uw 


2 

5 00 00 

Q ^ 

5? 0 . • 
^ p G) 
. — 
v: ^ cc 

2 sM 

O c 'Jj 

g) c tr 

Z3 0) 

O q: O 


Q S s 

a 5c E 
“S E 

15§, 

X Q oi ' 

;ii 5 .i 


tuO 2 


: g) c r 

O cr O 


y>i c .s 

V. Q cr o 


^ 0 

'<i V) 3 

' S E 
...^ U4 E 
^ 00 

■ 5 ^ n 

.;.. O E 0 

o gl 

■ H-i ^ 

O c S 
Q» c "C 
3^ D 0) 

r. Q cr o 




Title: RUMIK WORLD - 
FIRE TRIPPER 

Director: MOTOSUKE TAKA- 
HASHI 

Running time: 49 minutes 

Certificate: PG 

Price: £8.99 

The first of Manga Video's Rumik 
World series is the excellent Fire 
Tripper. The film, directed by 
Motosuke Takahashi, is based on a 
long running series of comics and 
graphic novels created by Japan's 
most popular comic book artist, 
Rumiko Takahashi. 

This lady is also the creative mind 
behind the Ranma 1/2 series as 
well as One Pound Gospel and 
Maison Ikkaku. 

The plot behind the film is just as 
bizarre and confusing as all the 
other Manga releases. It's all based 
around the adventures of a 17 year 
old chick named Suzuko, and how 
she is constantly being flung back 
and forth in time. 



Sukuko and her younger brother, 
Shukumaru, find themselves vic¬ 
tims of a massive gas works explo¬ 
sion in modern day Tokyo which 
mysteriously throws them 500 
years back in time. Sukuko awakes 
to find herself alone in an aban¬ 
doned battlefield, surrounded by 
rotting warriors and misplaced 
weapons of war. 

Soon she is rescued by a band of 
thieving bandits, whose leader 
begins to fall somewhat in love 
with Sukuko. The only problem Is, 
the more time Sukuko spends with 
this brave new warrior, the more 
she begins to realise who he really 
Is and why she has been put there 
in the first place. 



BLUFFER’S BIBLE 

Title: ANIME - A ^ 

BEGINNER’S ^ 1 Ifll ^ 

GUIDE TO JAPAN- Mi i i i ^ 
ESE ANIMATION 

Author: HELEN 
McCarthy l 

Price: £6.99 


According to Helen hA 
McCarthy, Japanese ani- 
mation is taking the mr 
world by storm. And Mpsai 
who are we to argue 
with Helen? After all, she ^ - 
Is an acknowledged 
expert on such matters. 

She writes monthly 
columns on Anime in 
Comics International and 
Manga Mania as well as ■ 
speaking regularly in the 
media and at conventions 
worldwide. 

Her book covers all the 
aspects of Japanese animation 
from its humble beginings to 
the mass media bandwagon it 
is today. All the movies, ail the 
long running Japanese cartoon 
shows, all the models and all 
the history - it's all in here. 


The book would make an 
ideal Christmas gift for your 
clueless younger brother or you 
could just go out and buy a 
copy for yourself. What ever 
you decide to do, the book is a 
damn good and informative 
read and it's all topped off with 
some of the best anime artwork 
you're ever likely to set eyes on. 




Fire plays a definite part in this 
story of mystery, tragedy, disaster 
and complex time lines. Burning 
houses and huge explosions myste¬ 
riously open time door ways, 
resulting in the disappearance of 
certain members of the warrior 
tribe and deepening the plot of an 
already confusing scenario. 

This bizarre tale of time travel, 
terror, tragedy and spent matches 
is released by Manga Video on 
January 10th, 1994. 

Title: CRYING FREEMAN 
PART 3: RETRIBUTION 

Director: JOHEi MATSUURA 

Running time: 54 minutes 

Certificate: 18 

Price: £8.99 

The first two releases gave us 
blood, death and naked destiny. 
Retribution, the third release from 
the Crying Freeman six part series, 
dishes out more of the same. 
Secret assassins known as the 
African Tusk are planning a blood 
thirtsy attack on the 108 Dragons, 
and yes you've guessed it. Freeman 
is here to stop them. 

Led by Jigon and Shikebaro, the 
heavy weight African Tusk posse 
hold the record for murdering up to 
30 key dignitaries in Africa and 
Europe, and they ain't stopping at 
that. Freeman must defend the 108 
Dragons with his life and make 
sure the evil African Tusk posse is 
erased from existence. 

It's non stop action all the way as 
the African Tusk commander and 
the dark eyed beauty with no 
clothes - Bugnug, set their sights 
on Freeman and his secret 108 
Dragons. There's plenty of violence 
and loads of blood and guts, so if 
you like that kinda thing you 
should be quite chuffed. 


The Crying Freeman series is one 
of the best to be released on the 
Manga label and each new instal¬ 
ment is as exciting and amazing as 
the last. If you haven't already, 
check out the entire collection - it'll 
be better than watching James 
Bond again this Christmas. 


Crying Freeman: Portrait of a kilter. 
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SONY IMAGESOFT 


PREVI 


Your quest 
begins in a very 
dull dreary 
castle type thing 
where baddies 
fly at you from 
every angle. So 
where are they? 


mm 


Sony’s Sky Blazer, erm... blazes 
his way through the skies to try 
and pulverize all platformers that 
have gone before him! 


n^s the passmriscreenin which you must enter the correct shapes in the boxes provided. 


W ould you credit it? 

Raglan, the King of 
destruction, has only 
gone and enlisted the 
help of the evil 
Lord of war, 

Ashura, to bring 
forth his minions 
and conquer the 
overworld, hasn't 
he. The scamp! 

Part of Ashura's 
master plan to 
gain overall con¬ 
trol of the world 
was to seize the 
young sorceress, Arinna, and quite 
dreamy she is tool It just so hap¬ 
pens that you. Sky Blazer, are the 
only one who stands even a remote 
chance of saving her. This is quite 


fortunate because if our hero had 
been christened Ronny Dhils for 
example then it just wouldn't have 
had the same ring would it? 

On their first 
meeting, Ashura 
the Demon bat¬ 
tered Sky to with¬ 
in an inch of his 
life with a mere 
click of his fingers. 
Our hero was a lit¬ 
tle harder than 
Ashura though, 
and with the help 
of a decrepit old 
man he survived the ordeal and 
was returned to full health. 

The old man advised Mr Blazer to 
stay well away from this evil fiend 
as he would stand no chance of 


getting anywhere near him, let 
alone defeating him. SB refused to 
accept this as he 
was a descendant 
of the greatest sor¬ 
cerer ever Skylord. 

In actual terms, 
this meant our 
hero had a genetic 
disposition 
towards being as 
hard as nails com¬ 
bined with the 
years worth of sor¬ 
cerers power at his finger tips, if 
only he could use it effectively. 

You play the role of Sky Blazer in 
his battle with Ashura and the con¬ 
sequent rescue of the babelicious 
Arianna. This will require you to 
travel through numerous levels of 
platform scenarios and face the 
bizarre animal, vegetable and min¬ 
eral elements of Ashura's army. 

I can well imagine you are quak¬ 
ing in your boots as you read how 


Large rotating spherical objects ahoyi 


truly terrifying these beasties 
sound, well to be honest, most of 
them are a bit of a 
push over. Give 
them just a little 
power kick in the 
head or blast the 
deadly light 
boomerang and 
they will explode, 
leaving behind a 
lovely icon that 
will increase the 
power of your 
armoury, or top up your energy 
reserves - how exciting! 

Graphically Sky Blazer is a beaut. 
The sprites are all Imaginatively 
designed, smoothly animated and 
suit the mood of the game perfect¬ 
ly. The backdrops are gorgeous, 
some are almost pieces of art in 
their own right and will probably 
fetch millions in years to come. 

Why then with all these good 
points does this game not hit the 
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BUBBA SMITH 

The Tower of the Tarolisk level utilizes some groovy mode seven rotating 
graphics. You must jump bewteen each of the convienient grey blocks that 
stick out from the tower so you can find the rooms full of goodies. 

Left: Sky Blazer must go ever upwards 
if he is to find the exit from this god 
forsaken place. 


Right: Some 
of the plat¬ 
forms can 
be decep¬ 
tive, and 
will knock 
SB from his 
high perch. 
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Above: Way hey! You have 
found a room in the tower 
simply push up and in you 
go. Take care of what 
lurks inside though. 




The rooms in the Tower of the Tarolisk, could 
contain icons or beasties, or nothing at all! 


Use the comet flash to leap spaces that 
couldn't normally be jumped. Often great 
treasures will be made available to you. 



The map shows you where in the game you 
actually are. Groovy eh? 


spot? At the first play, everything is 
hunky dory. Gameplay is equally as 
impressive as the graphics and I 
found myself moving from side to 
side along with Sky on the screen. 

After the first play though, it goes 
off the boil slightly. With fairly 
straight forward platform prob¬ 
lems, it doesn't provide much of a 
challenge. Chances are you will 
probably get at least half way 
through it on your first game, 
which doesn't spell value for 
money in my book. 

On first glance there seems to be 
bucket loads of variety, but on clos¬ 
er inspection you find that the 
gameplay stays basically constant 
throughout. This game just about 
managed to reach the dizzy heights 
that I had anticipated when I first 



Some gaps exist in the wall and they will offer 
you a little breather before moving on. 



The Old man will give you info on the task that lies ahead, take his advice, it makes sense. 


clapped my eyes on it. The graphics 
are really gorgeous and the sounds 
are even interesting enough for you 
to keep the volume turned up! 

It's just that it may become bor¬ 
ing after a while and that is unfor¬ 
givable when there's your hard 
earned cash at stake. But save 
judgement until next month when 
we'll have the review for you. 




Avoid the spikes as they will seriously reduce 
your energy if you touch them. 



Moving walls can crush you to death unless 
you are quick to move. 



Use your light boomerang to blast the baddies 
that stand before you. 



Try and avoid Ashura's army of darkness if you 
can possibly help it. 




A huge pulsating blob spuing eyeballs, errgg! 


FIRST LOOK 


An initially impressive 
platform cart that 
seems to have it all. 
Great graphics, and 
sound but the gameplay 
is a little on the weak 
side and I doubt it will 
provide enough of a 
challenge to warrant a 
high lifespan score 
when it comes up for a 
full review. 

If you aren’t particu¬ 
larly good at platform¬ 
ers, then this will 
provide a good intro¬ 
duction to the world of 
leaping and shooting. A 
bright little game that 
must be played before 
giving it a score. NEIL 
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CHAOS ENGINE 

work in progress 

You may have seen the amazing Chaos Engine preview we had in Super Action a coupie of months 

ago. Since we previewed it, we have found out that there is stiii more work to be done on it and it’s 
not going to get an officiai reiease untii some time after Christmas. 

So, being the speciai groovy peopie that we are at Super Action, we’ve decided to give it a fuil in 
depth work in progress type feature to keep aii of you hungry Chaos Engine kids and the nice peopie 
at Microprose weii happy until it gets released. And here it is... 


THE STORY 

England, 1887. Just south of 
Berkshire, a prehistoric dinosaur is 
found trapped inside an old rock 
quarry. Archaeologists from around 
the globe were sent 
to England to do fur¬ 
ther research on the 
discovered beast, 
only to find that the 
monster was not a 
life form known to 
man. The mystery 
had begun. 

At the same time, 
weird events began 
to cause ructions 
across the world. In 
Paris, a theatre was swallowed by 
the earth. The residents of Bavaria 
turned into a massive pack of rav¬ 
enous wolves, while on the other 
side of the Atlantic, the newly 


assembled Statue of Liberty rose 
from its moorings and went for a 
brief stroll around the streets of 
New York, crushing everything and 
everybody 
that stood in 
its way. 

Even Great 
Britain was 
plunged into 
anarchy. Huge 
mutated mon¬ 
sters roamed 
the land as 
city folk 
moved to the 
country to 
avoid the death and devastation. 

The army turned into bandits, 
preying on helpless victims. Things 
didn't look too good. The source of 
all this mass destruction and 


strange goings-on was a remote 
area of moorland, south of 
Cornwall. This was the home of 
Baron Fortesque. The Baron was an 
eccentric man, whose mad lust for 
knowledge and power drove him to 
hire the very best scientists and 
architects money could buy. 



Enemies may be few and far between, but 
keep on your toes at all times. You never 
know when one is going to pop up. 




One of the Baron Fortesque's 
many researchers came up with the 
idea of a massive steam driven 
engine that would achieve the 
alchemist's dream of transmuting 
matter. The Baron swiftly threw the 
researcher in his private jail and 
began re-building the chaos engine 
to match his own desires. 

Baron Fortesque managed to 
transform the engine into a breeder 
of chaos, radically altering time and 
space. Suddenly, Baron Fortesque 
was imprisoned by his machine, 
changing him into a deformed 
beast in the process. 



When one of your men dies, the huge Ying 
Yang sign acts as a rebirth point for them. 



Brigand shows the world his almighty 
quadruple shot burst gun. I’m impressed. 



The Gentleman steps in to lend Brigand a hand 
as he fends off mutated beasties. 
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This is where you select your top man for the 
mission. Think carefully before choosing. 


Meanwhile, the imprisoned 
researcher had broken loose from 
his chains and revealed to the 
world the exact location of the 
dreaded Chaos Engine. As quick as 
a flash, crack team of the world's 
finest military commandos were 
sent to destroy the engine. 

Each soldier had special qualities 
and skills. They would need these 
skills if they were to be successful 
in their mission. It would only take 
two soldiers to penetrate the 
grounds of the Baron's castle, find 
the engine and destroy it. This is 
where your task begins. 

Your first duty is selecting the 
right character for the mission. 
You'll need to choose each one very 
carefully, as certain soldiers are 
better equipped than others. Over 
the page, there's a rundown on the 
characters available, including all 
the specs and info you'll need. 


Pick up the oversized shirt buttons hard guy! 


Look in every corner of this crazy maze. 


If you go down to the woods - you'll get shot. 




s ]JJ 

on L» '1' 




J 








. 


Knock the poles to the floor and snatch a prize. 


Terror comes from behind as the guys dance 


Blast that green slimy lizard to hell! Well, go on. 
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The scientist seems to have a large 
swelling in his gun barrel. How strange 




At the end of a level, you are presented with 
this tally screen. It's dead interesting, honest 
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Guess what. The Scientist is the 
smartest of the Chaos posse. Well, 
who would have guessed it! Anyway, 
he’s been locked away in a remote 
area of northern England, beavering 
away at his many secret 
experiments. His freaky ideas 
include the Lightning Gun. He’s quick 
and, of course, mega brainy, but 
what he lacks is sheer power. The 
First Aid kit he constantly carries 
makes him the most valuable 
member of the team, as he can patch 
up any cuts or grazes the other guys 
may collect. 


HEALTH: Low 

SPEED: High 

WISDOM: High 

WEAPON: Lightning Gun 

AMMUNITION: Energy bolts (shots 

pass through monsters) 

WEAPON DAMAGE: Low 
MAXIMUM WEAPON POWER: Single 
SPECIAL ABILITIES: Fist Aid kit, Map, 
Shield, Freeze 



Because of his hideously deformed 
head, the Thug spends most of his 
spare time lurking around the shady 
back passages of down town London. 
Once hired as a '‘debt collector” by 
the local underground mobs - 
intelligence was never his strong 
point - his shot gun needs no 
introduction. He can withstand 
plenty of knocks and scrapes before 
he goes down and has the ever-handy 
Molotov cocktails at hand, should he 
ever need them. 


HEALTH: High 
SPEED:Low 
WISDOM: Low 
WEAPON: Shotgun 
AMMUNITION: Multiple small shells 
WEAPON DAMAGE: High 
MAXIMUM WEAPON POWER: Wide 
scatter blasts 

SPECIAL ABILITIES: Molotov, Air burst 



Money was the main reason why this 
dude joined the Chaos Crew - the 
Baron’s mansion is rumoured to be 
packed full of it. He’s basically a 
shady character. The Brigand uses a 
long distance, average powered rifle 
to shoot his enemies with. Note that 
he prefers to be some distance away 
from his target - he’s not too butch. 
He can move fast when he wants to, 
because in his business it pays to be 
light on your feet. Don’t ask this guy 
to cover you, as he’s not in this game 
for your health - it’s your money he’s 
after baby. 


HEALTH: Average 
SPEED: Average 
WISDOM: Average 
WEAPON: Rifle 
AMMUNITION: Single bullets 
WEAPON DAMAGE: Average 
MAXIMUM WEAPON POWER: 
Quadruple fire blasts 
SPECIAL ABILITIES: Shot burst, 
Molotov, Distract monster 



This guy makes his living with his 
almighty brain, not his brawn. He’s 
made an impressive life for himself 
through the lucrative import trade, 
but still hires himself out for a 
smidgen of excitement and rough and 
tumble. Not only does the Gentleman 
fancy himself with the flame thrower, 
but he thinks he’s a ladies man too. 
He may not have the biggest bazooka 
or be the fittest of the Chaos crew, 
but as he was once a track star at his 
school, he can certainly run. 


HEALTH: Low 

SPEED: High 

WISDOM: High 

WEAPON: Flame pistol 

AMMUNITION: Flame bursts (shots 

pass through monster) 

WEAPON DAMAGE: Low 
MAXIMUM WEAPON POWER: Double 
SPECIAL ABILITIES: Map, Distract 
monster. Repel monster. Party power 



He used to be a hard working canal 
and road builder for his government, 
and this is where he got his massive 
strength. He’s not brainy, but he’s by 
far the strongest of the six warriors. 
His shoulder cannon was taken from 
his long stint in the army where he 
became a weapons expert. His 
cannon can tame the wildest beasts 
in the jungle and he has the added 
bonus of being in possession of the 
two most destructive special 
weapons in town, namely the lethal 
quadruple fire Shot Burst and the 
ever-potent Dynamite. 


HEALTH: High 
SPEED:Low 
WISDOM: Low 
WEAPON: Cannon 
AMMUNITION: Large single shells 
WEAPON DAMAGE: High 
MAXIMUM WEAPON POWER: 
Quadruple blasts 

SPECIAL ABILITIES: Dynamite, Special 
shot Burst 



The leader of the pack. From defending 
political leaders to full on frontal 
assaults, this guy has done the lot. The 
Mercenary may be strong and powerful, 
but some people say he’s not in his 
right mind. The awesome Gatling gun is 
the selected weapon of the Mercenary. 
It can pump out tons of rounds in a split 
second. He has no major strengths or 
weaknesses, so he’s a good all-rounder. 
His Special abilities include two 
explosive devices and a medical pack 
so he can save himself. Git. 


HEALTH: Average 
SPEED: Average 
WISDOM: Average 
WEAPON: Gatling gun 
AMMUNITION: Multiple scatter bullets 
WEAPON DAMAGE: Average 
MAXIMUM WEAPON POWER: Wide 
scatter blasts 

SPECIAL ABILITIES: Bombs, Mines 

_ j 


N ow you've met your new 
friends you can start your 
quest for the Chaos Engine. 
Along your way you'll pass through 
four different worlds, each one con¬ 
taining four other levels. You must 
make your way towards the exits 
in each level and every level has at 
least one exit. 

You'll notice some strange look¬ 
ing silvery towers dotted around 
the mysterious worlds. These are 
called Nodes. Once you've let loose 
a couple of shots at these towers 
the exit will be accessible. You can 
also collect Silver Keys on your 
journey which show you pathways 
to locate the Nodes. 

On completion of a level you are 
offered the equipment screen. This 
screen enables you to stock up on 
weapons, health, stamina etc. It's a 
wise move to take advantage of 
them, because you never know 
when you're gonna run out of your 
short supply of ammunition. 

Now it's up to you and your care¬ 
fully selected team of nut cases to 
rid the world of the dreaded Chaos 
Engine. And what a task it is. The 
levels in this cart are massive and 
though you have a highly detailed 
map of them, you still end up get¬ 
ting hopelessly lost. 

This kind of game will last you for 
absolutely ages. Its addictive quali¬ 
ty matched with the puzzle ele¬ 
ments and accessible gameplay 
make it an enjoyable blast 'em 
up/roam around that will have you 
stuck to your gaming screen for 
hours upon hours. 

Initially it looks drab and boring, 
but once you've played it and got 
familiar with the controls, it takes 
on a whole new lease of life. The 
boredom factor soon vanished and 
I was smitten, seeking out exits, 
glittering Nodes and fighting off 
the giant marsh frogs and lumber¬ 
ing stone golem like a pro. 

Microprose have The Chaos 
Engine pencilled in for release early 
in the New Year, so we can't get 
round to reviewing it until then. In 
the meantime, you'll have to make 
do with this stunning in-depth pre¬ 
view and your own special dreams 
about the Engine. JAY SHARPLES 



Node alert! Node alert! These are the things 
that have you roaming around for ages looking 
for the exit. Find ’em and get out of there. 
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AERO THE ACROBAT.£46.00 

AUEN III.£43.00 
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TUFF E NUFF. . 

WAYNES WORLD. 

WOLFCHILD. . 

WORLD HEROES... 

WWF II. - 


:£35.00 


ZELDA 3 
ZOOL... 
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....£45.00 

....£10.99 
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ANY GAME 


£W.99 
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ORDERS PAYABLE TO: 
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BEYOND COMPUTERS ^ 

^ WARNING: It is illegal to make unauthorised copies using the Super Wiid Card n 

of any copyright games programme or any other copyright materiai. 

UPERWILPCARD 

* MEMORY MODE TO SAVE/REPLAY GAME DURING PLAY! 

* MAGIC FINGER CODE INPUT FOR LOADSA' CHEATS! 

* ELECTRONIC SLOW-MOTION MODE! 

* I/O PORT FOR CONNECTION TO MOST HOME COMPUTERS! 

* BUILT IN HIGH DENSITY DISK DRIVE! 

* 16M OR 24M MEMORY CONFIGURATIONS! 

* EASY TO USE ON-SCREEN ICONS! 

* INCLUDES MAGIC FINGER CODES FOR OVER 100 GAMES! 
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...£CALL ZOOL...£CALL 

..£45.99 TMHT FIGHTING.£CALL 


COOL SPOT.£41.99 LETHAL ENFORCERS .£CALL 

SUNSET RIDERS.£44.99 PINBALL DREAMS.£CALL 
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EDIT'A: Brad Burton 

D'ZINB: "Q" 


nput. That’s what it’s all about, hence the reason I’ve 
now opened up my direct phone line for you guys. 

So, if you’ve a good idea for a story/feature whatever, then 
give me a call on 0625-859675 Ext 314. Don’t be shy and don’t worry too 
much about your phonebill because I’ll even call you back. All letters will 
be read, all criticism be taken in, as will any compliments. I’m not 
gonna’ be a smart ass by patronising you like certain other mags. Just 
who do ‘those’ people think they are? Talking down. No way. I’m on 
your level. Straight up, that’s the way it is. That’s the way it’s gotta be. 
Without you, OTE is history. With you OTE is making history. 
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I t's not all work, work work. Well truth be known it is. But 
sometimes it sure doesn't feel like it, I mean how many jobs 
do you get that let you travel up and down the country 
wining and dining, and get you on telly to boot? Over the 
next couple of pages I'll be explaining exactly what my Job as OTE 
Edit'a actually entails and if you've ever wanted to get into this 
line of work there will be some tips that'll give YOU the edge. No 
nonsense, straight talkin', everything you ever needed to know 
about this line of work and the sneaky ways into it. Interview tips, 
sound advice, all from experience. 

The first thing you've got to appreciate is that it's all about 
research. You can't Just wait about for that all important scoop to 
land on your desk. So picking up the phone is essential. But how 
do you get a lead in the first place? Over the last two years I've 
worked on several different games mags in varying capacities and 
during that time I've acquired loads of contacts, some friends, 
some acquaintances but all invaluable. These people are an 
essential part of any reporting Job. 

Let me explain, I reckon I know at least 100 people and let's 
say each of them know at least 50 others within the industry. That 
equates to a potential network of 5000 people but obviously the 
chain doesn't stop there. They're all in different walks of life, each 
following their own career. So if something happens, a new 
product is released or Just a bit of gossip it's only a matter of time 
before the news sifts back. It can be a bit like Coronation Street 
at times. 
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aroused (err, arose). I was interviewed by the 
publisher, he liked what he saw and I sot the job 
writins sames reviews on STA! Hurrah, that was my 
foot in the door. 

IF you WEREN'T AM EDITOR 
WHAT WOULD VOU BE? 

Almost certainly a car salesman and an 
exceptionally sood one I might add. 

BEST ASSET? 

My big mouth, it’s talked me out of some pretty 
suspect situations. Saying that though it’s also 
talked me into a lot of trouble! 

WORST THIMG IM THE WORLD? 

Librarians who take their Job far too seriously, 
bending your ear about overdue library books. 

OCCUPATIOMAL HAZARDS? 

Deadlines and spilling piping hot coffee. 

WHAT AAACHIMES DO VOU 
OWM? 

Does it matter? Ho hum, believe me when I say I 
don’t really play games all night. Here goes - PC, 
Mega Drive and an Amiga. I’m after a Super 
Nintendo with Street Fighter 2 Turbo (Can 
anyone help? i’ll be your 
bestest friend for ever and 
ever. Nudge nudge eh L 

eh Nintendo.) 


backstab. In this industry you need as many 
friends as you can get. 

■ Burning bridges is a no no. Some office 
Junior you slag off and ridicule today, could 
leave your company and go on to be your 
F boss in a future Job. That's the way it works. 
■ Every person you meet is worth knowing. 
GETTIMG i^EP 

^ Make yourself known dependant on your 
character. You could try what one 
succesful Journo has by changing your 
HIIb name to a certain washing powder. 

Alternatively you could shout Yo everytime 
somebody phones you. Not everybody 
appreciates this but at the end of the day 
if people can’t accept you for what you 
are they are not worth knowing! It 
doesn’t make a difference how you do it. 
Just do it. 

■Hto IT UP 

Getting a Job on a magazine really isn’t 
that unrealistic. I mean look at me. From an early 
age I used to read all the computer mags and the 
thought of working on one Just seemed un¬ 
realistic. Yet I was determined and although my 
entrance into this field had a lot to do with 
chance. I genuinely believed I’d do it and set i 
my heart on it. A 

Exam results, Journalism qualifications 
and games knowledge help. But regardless /|||g 
of your qualifications, If you show 
commonsense and enthusiasm then 
you’ll set yourself high above the rest of 
the field. If the interviewer likes what 
he sees you may find yourself on the 
payroll. Whatever the score don’t 
lose enthusiasm, if you get a KB 
(knock back), strive to succeed. 

Have a goal and score it, what M 
are you waiting for? Get your l|f 
scribble on paper. What have 
you got to lose? Hopefully ' y 

this piece does inspire you to 
consider magazine Journalism. Good 
luck, but I’m sure you won’t need it. 
forward to meeting you. 


GETTIMO AM i" K 

IMTERVIEW II B ^ 

Put a bright letter together U B 
and address it to either the H B 
publisher or editor, a M ^ 

whoever you feel the more ■ B i 

comfortable with. Check out I Wk 
the writing styles of the ed. 
and adapt your piece of ^ 

writing accordingly. If the mag you’ve got your 
eye on working for is a bit straight then use big 
words like elastoplast and wheelbarrow. On 
the other hand if it’s a Jolly console mag 
perhaps bum gags are the order of the day. Use 
your initiative. After you’ve banged your 
envelope In the post box wait a week and if 
you haven’t heard anything give them a bell 
asking if they’ve got it. Now’s the time to 
introduce yourself and try to establish a 
relastionship of sorts. Bear In mind these 
people are generally busy and If you catch 
them on deadlines they’re likely to brush you 
off. If they blow you out. Just try for a different 
mag, it's as simple as that. 

BEFORE XHII LMXERVIEW 

■ Check the companies existing publications, 
get a bit of product background. What you like 
and what don’t you like (lean more towards the 
good things, creeping never goes amiss) 

■ Formulate a few intelligent questions for 
when the interviewer says "Have you anything 
you want to ask me?” 

, _T THE IMTERV'IEW 

■ Bend the truth if need be. But don't lie. 

■ Be yourself. 

■ Smile a lot and be polite. 

■ Don’t have a drink if your’e offered one, 
because there’s far too much scope for an 
embarrassing situation. (Spilling drink on your 
clothes or spitting piping hot coffee back into 
your cup Just Isn’t posy) 

OMCE ^OU'V^E OX TH iiO^^ 

■ Be nice. 

■ Before you do 
something dodgy, ask 
yourself if the end Justifies 
the means 

■ 

■ Try not to 


WHAT TVPE OF 
MUSIC DO VOU LISTEM TO? 

Hip Hop and rap generally. "Jump" music. 

HAVE you EVER BEEM IM 
TROUBLE WITH THE POLICE? 

I’m saying nothing till my lawyer arrives! 

FAVE SAVIMO? 

Chill out, man. 

WHV DO you SAV ‘RESPEKT’ AS 
OPPOSED TO THE CORRECT WAV 
OF SPELLIMO IT -RESPECT’ 

Mainly to gauge OTE’s influence and also to add a 
bit of style to existing slang. 

WHAT DO you HATE MORE 
THAM AMVTHIMG? 

Racism, bullies, basically anyone who’s out of 
order. Don’t worry, they always come un-stuck. 

WHAT DO you DO WHEM 
MOBODV’S LOOKIMG? 

Rub my bristly chin. 

WHAT’S OOMMA HAPPEM TO 
OVER THE EDGE IM THE FUTURE? 

Crikey who knows. I’d love it to expand Into its 
own magazine. I doubt it though. 

Or do 


I look 


AGE: 20 (21 - Feb 6th get the prezzies in) 
SEX: Sometimes. 

HOW DID you GET IMTO AAAGS? 

Luck, being In the right place at the right time. I 
was working in a computer shop teaching sales 
assistants how to sell. Now and again you’d get 
idiots coming in trying to outsmart you with their 
knowledge. One morning I approached these 
two guys who were looking at the ST software 
shelf to see if I could help ‘em. The tall daft 
looking one sniggered and came out with some 
cutting, ”l work for ST Action magazine" 
comment. "I’m very pleased for you," I said 
(sarcastically). The rest is history, the tall guy was 
Jason Dutton formerly STA editor, now 
MicroProse’s UK PR man and the small cuddly ‘un 
was Paul McNally formerly STA deputy ed, now 
Mega Action’s top man. We got talkin’ and over a 
period of time we hit it off. Meanwhile 
redundancy struck. After a six month stint on the 
dole having no luck with Jobs I donned my Red 
Coat and headed for Butllns, for a life of sand, 
women and Ice cream. During this time I stayed in 
touch with my computer magazine chums. It was 
only a matter of time before a Job opportunity 
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No sooner had i< entered an arcade in 
shadiest Manchester than my phone rang. 

It was a tip off. Mortal Kombat 2 was at large. I knew 
the location, ‘nuff said, I abandoned my desk. With my 
foot seriously pressed against the accelerator I made my 
way to the site. Sure enough it was there, surrounded 
by a mean looking posse hogging the show. I waited 
for 15 minutes before blowing well over a tenner trying 
out all the characters. Never one to miss a trick I 
whipped out my camera and started snapping. Within 
20 seconds I was ejected from the premises by a 
security dude. Damn, I needed those shots. Back at the 
office I decided against gatecrashing the ‘cade again so 
I spent the rest of the day pleading with various 
industry contacts to help me out. The next day, a jiffy 
bag full ‘o’ shots was my reward. 


About the game*** The general feel of the original 
game remains, and those all important uppercuts still 
play a massive role in the defeat of your opponent. 
Controls are still pretty much the same as it’s 
predecessor - a joystick and five buttons. 

About the characters, well fans of the original may 
well be upset if their favourite characters were either 
Sonya Blade or Kano because they’ve both stepped 
down, but we’re a fickle bunch so who cares? However 
they’ve been replaced by some tougher kombatants. All 
the other original dudes who remain have learnt some 
extra moves since their first outing, but I’m sure your 
more interested in the newcomers. 

HUNG LAO, looks like a bizzare Japanese cowboy. 
Among his moves are an elbow to get himself out of 
head battering situations, his innocent looking hat has 
a razor sharp rim and can be thrown off to cause some 
serious damage. I don’t know how I did it but somehow 
I teleported into the sky and ended up directly behind 
my opponent. 

BARAKA, perhaps the strangest new character in the 
game. He’s a sub human of sorts going into the fray 
with his back arched. His normal teeth have been 


ripped out and in their place a set of metal razor- 
sharp nashers are in effect. To be honest I couldn’t suss 
out how you can use them as a weapon, yet, one 
bizarre combination later I found myself whipping a 
pair of swords out of nowhere and slashing out at my 
opponent causing him to bleed profusely. 

KITANA, is one of two females within the game. Her 
beauty is disguised by a velvet veil. A deadly beauty 
she is an’ all. Hidden on her person is a razor sharp 
fan. When thrown it cuts deep into the opposition’s 
flesh, unless of course you’re quick with the block. She’s 
also a master of judo not hesitating to throw you over 
her back if you get too close. 

HILEENA, armed with a pair of 
Sai (short swords) she battles on. 

Looking remarkably like Kitana, she 
has a wickedly fast hook. 

REPTILE, oh yes, Mr Elusive 
himself is back and this time you 
can dive straight into the pyjamas 
of the Lord Lucan of video games. 

Controlling him is a cinch and I 
found him to be the most user 
friendly, certainly at this stage. 

Other than the spear throw it’s 
possible to pull down his face mask ar 
If the missile weapon hits, it leaves thi 
smoke smouldering from their shoulder 
to detail. Another new move is to conj 
slothfully slow powerball and fire it tov 


Kombatant. Its lack of speed makes it very difficult 
for your opponent to avoid. 

JAX, the pugilist from the USA had me puzzled. All 
I could get out of him were a few basic kicks, and 
occasionally I fluked some sort of power punch which 
leaves the target blooded and dazed. 

SHANG TSUNG, the final enemy of the first, is 
available to play. Strangely though, his appearance 
has changed somewhat. No longer does he look like 
an old, wise man, more of a middle age grand 
master with a rather trendy hat. Somehow he can 
temporarily morph into any of the other characters. 
HIDPEN ENEMY. From what I can gather Goro’s 
outta there, being replaced by a bigger tougher 
monster, time will tell. 

DEATH MOVES. I can’t help ya’. Every time the 
‘finish him’ message flashed up I tried every 
combination I knew and still nothing. I think it’s 
gonna take more time and more money than I could 
afford to come up with the gruesome goods. Sorry. 


A hell of a lot of work has been put into 


to make it a bit more than just a rehash. I’m banking on 


taking 


down. Seriously good! 













new VHS flix available to buy!* 


* 






VIDZ 


AUSN TRILOGY 
COLLECTOR’S EDITION 

s ^pljlx.... pox video 

RikTi:KI&: 18 

&: 74.99 

For the Alien fan who has everything, Fox 
Video present The Allen Trilogy 
Collectors Box. Inside the moulded 
plastic face hugger box you’ll get loads 
of top Alien goodies. Including digitally 
remastered letterbox (widescreen) 
versions of all three films, a previously 
unseen scene from Allen, plus a 
documentary about The making of Alien 
3 and an interview with movie Director 
Ridley Scott. Loads of colour stills, a 
natty T-Shirt and all sorts of other stuff. 

WORD VP 

Yea I like it. Not the kind of thing I'd buy. But the kind of package you 
long to receive. A superb gift and a well put together package. If I’ve 
one gripe, it’s the price tag. It’s a tad steep at 75 notes. 


TITLE: FIGHTING PIT 
SUPPLIER: ABSOLUTELY 
FABULOUS PRODUCTIONS LTD 
RATING: (E) EXEMPT PROM 
CLASSIFICATION 
&z 18.99 

Samatha (big) Fox and Barry (small) McGuigan 
join forces in this fresh fitness video, Boxercise, 
where boxing meets exercise and brawn 
meets, err, bre... brains. Punch and skip your 
way into fitness, but only if you follow the 
workout, twice a week. 

WORD DOW17 

I don’t know, I just don't know If It’s worth £13. 
Credit where credit’s due, though, because Fighting Fit has approached 
a tired format and breathed a bit of life into it. Only a bit mind. 



SPECin LIHITED EDITiOK 

A[\[W 


C 0 L I E C I 8 r S 881^ 



►AVAILABLE AT ALL THE 
USUAL RETAIL OUTLETS. 


WHITEMEN 
CAN’T jrUMP 

POX VIDEO 

15 f -c. 

10.99 

Wesley Snipes and Woody Harrieson front 
this urban yarn of two slam dunkin’ court 
hustlers who try to make enough dollars 
to get themselves out of financial 
difficulty. Basically it’s a story that’s 
chasing its own tail, covering the same 
old ground over and over. Double cross 
after double cross. A modern day 
fairytale, without the ’They all lived 
happily after’ bit. 

WORD VP 



Nice title, nice film come to think of it, ■mhmhmh 
but to be honest it just wasn't what I expected. That 
doesn't mean I didn’t enjoy it though. If you like rap, 
basketball, Wesley or Woody, then perhaps it may just 
pack enough of a hook for you. Scan it right about now. 


TI-XI,: <JUICE 
sxrvpl^i: POX VIDEO 

I? ATT 15 

18.99 




Four friends, Q, Rahecm, Steel and Bishop all live 
in the Hood. Life isn’t easy and without a crew 
you’re outta there. If no one watches your back 
you’re dead. Where reputations are lost as quick 
as you gain them it’s a case of getting “juice”, 
power and respect. Bishop’s tired of half steppin’ 
and in an act of cold blood he takes a life. A 
decision that’ll change his world for ever. 

WORD VP 

The first rate hip hop soundtrack does wonders 
for what typically is a G'sta flick. Convincing 
acting helps keep the plot alive. Well sweet. 



Bruce Lee's son Brandon stars in his last complete Hollywood movie 
prior to his suspicious death whilst filming for the unfinished action 
movie The Crow. Jack Lo (Brandon Lee), a college student who, 
surprise surprise, is witness to a brutal gangland killing by the Kinman 
Tau gang, known drug smugglers and so it goes. He knows too much 
and the posse want him silenced, so a cat and mouse game ensues 
with Jake running from the villains and corrupt Police hellbent on 
seeing Lo wiped out. With it becoming increasingly hard to 


distinguish who’s a friend and who’s an 
enemy, Jake’s only chance of survival is to 
fight back, and using his deadly martial arts 
skills to suppress the threat, he’s forced to 
go after the ruthless Tau. 

WORD UP 

Granted, the plot is a bit cliched but I assure 
you the action makes up for that. Some well 
neat choreographed fighting, and although 
not on par with the likes of his father Lee still 
puts on a great show for the camera. Rapid 
Fire was testament to a career that really 
never was. Bloody good! 



NOTE; 


spread the title it's probably a good 'un, 


sack its sorry butt and consider carefully before unloading ya' cash! 
























Battery 

Hanaser 

causing a 
battery 

Why? Well the sales 
pitch behind each unit states 

that this baby recharges ANY battery up to 10 times, regardless of the batteries make 
and origin. The giants of the battery industry were in uproar (Ever Ready and Duracell 
to name but two) trying in vain to ban this product. They failed. PriC€ point 
£19.99 HKI (AA, AAA type) or £19.99 NKl (universal) 


Plasma claw. 

A combination of rare 
gases and pulses of 
electric cause the 
transparent sphere to 
produce a diminutive 
electrical storm that 
you can view without 
having to worry about 
being struck by 
lightning. Pointless fun, 
but well sweet though! 


Perspex neon light telephone. I B 

We’ve come a long way since the day when \ 

Mr Alexander Bell created the first phone. 

Nowadays the word’s optical, digital and 

touchtone are synonymous with our telephone networks. 

The fluorescent blue circle emits a soothing light when not in use, but it’s 
not solely for cosmetic reasons, no siree. How many phonecalls have you 
missed from having your stereo booming? Fear no more - not happy with 
a banal ring, well the blue tubing flashes. So you’ll never miss a call. 


CabriPiCt slippers complete with battery operated head lights. Alright 
so they’re of no use whatsoever. But I’m sure they’ll keep your tootsies warm 

“P coming 
freezing winter 
months, 
point 


Ask ya’ mum 
before you start 
stealing the 
Sunday dinner! 


A digital clock powered by fruits and 
vegetables, who are you trying to kid? I know it 
sounds pretty wild, but I assure you, simply put some 
veg' into the cups and stick the prongs into them 
and away you go. How does it work? Well apparently 
it’s something to do with the salt in the vegetables. 
I’m sorry I didn’t do that well at chemistry so I can’t 
help ya’. £14.95! Plus your vegetables. 


What a film! What a watch! Aladdin merchandising is at an all time high. Next is this rather stylish and 
totally awesome Aladdin timepiece, manufactured by time giants Zeon. I’d choose where you wear it 
very carefully. I don’t think it’d be suitable in a business meeting, do you? Anyway, a penny short of a A 

tenner is what this’ll put you back. 


W WATCH AVAILABLE 



' FROn RATNERS 



AND, ERR, OTHER 



WATCH SHOPS! ^ 

i_ m 

































Another buzzin’ OTE heads for the sideline, 
and I'm sure you'll agree its certainly been 
a good ‘un. Ain't no time to play, keep 
those letters coming - all interesting letters, 
especially the ones with decent ideas, will 
be personally replied to! Why not send a 
snapshot so I can put a face to a name? I 
mean it's only fair - you know what I look 
like. By doing that you'll not only gain 
ultimate respekt from me, but you may 
even see your mugshot in its full glory In 
forthcoming issues. Anyway the choice is 
yours. Enough pleading for this month. 
Brad. Burton 

Over The Edge, Europress Interactive, 
Europa House, Adlington Park, 

Macclesfield, SK10 4NP. 


Trekkies have probably already ordered theirs, but 
the less polyester amongst you may want to know 
a bit more about this alarm ClOCk Enterprise 
before you fork out £11*95 for the item. 

When you press the demo button, or when the 
alarm goes off you’ll hear Kirk’s communicator 
flipping open, followed by Jim saying “Landing 
party to Enterprise” - beam IIS up 


■ I'm 150 ft up. Its time to jump over the 
edge. Bungee style. Surely I won't back out 
at the last minute? 

■ Life in the Army, I join the barracks of the 
Kings Division, beer, 

guns and five in the 

the hottest and 
best clubs tested. 

■ White knuckle ^ \ ^ 

city, fairfround rides. jA \ 

The best put to the test. ^ ^ 

■ I interview an ex- 
con and get the low 
down on 

pay. 

Make a put 

on a 

The 

The page 
where we feature 

customized 
Have you a 

mean 

to 

show How 

You a 
of this action? If so 
get your photos 
together now. 

■ Right, so that's , 

about it. The end of an ^ 

issue, the end of the ^ 

year. How was it for 

you? Regardless, I ^ 

assure you things can 

only get better. Respekt 

friends. Brad 


Nillcnnium, not to be confused with the software 
house of a similar name, have just launched a battery 
Chargai* that’ll do a full recharge on Millennium cells 
in just over an hour. When you consider most take 6-7 
hours, that’s pretty impressive. For more info get in touch 
direct on 0144-84S9P9. 




Respekt due: Hewland posse, Chicken, 
Q’sta, Joanne Matthews, all OTE fans. Peace. 


POLO THE HINT WITH A (sometimes) 

It might be worth your while buying an extra packet or two of 
Polos right about now because 250 rolls of those minty treats 
contain one thousand pounds in the form of a marked polo 
. just like you can see here. Simply send the 
1 winning sweet to the manufacturers and a 
/ grand shall be yours. Whatever you do 
don't eat it. It’d make you sick! ^ 




"dW- 

v\. /- . 






NOTE: Unless otherwise stated all 


is available from 


in London. Phone them on 


for fvLTther details! 






























MEGA ACTION - SIMPLY A KNQflKOUT! - 

Jr ' 

On sale 30 December 

aown to your newsagents while stocks last! 


GREATEST 
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DEAD AND BURIED? 

Dear Super Action, 

Tm getting a SNES for Christmas 
but I was wondering if the SNES is 
dead? I mean, where I live in 
Haverhill there's only one place to 
hire games and the Mega Drive 
ones are cheaper. Sega games start 
from £20 but SNES games start 
from around £40 why is this? It's 
really stupid, I think that they 
should lower the price. 

P.S Is Final Fight 2 any good and 
can I have a cheat for Super Mario 
World? P.P.S Your mag is great! 

Adam Bridges, East Anglia 


Super Mario World: No cheating 


Well Adam, the SNES isn't push¬ 
ing up daisies just yet. In fact 
Nintendo are expecting to rake in a 
whopping $3.2 billion next year in 
America alone. Claims that a least 
one million new SNES owners will 
exist in the UK after chrimbo is 
probably an underestimation! 

As for Mega Drive games being so 
much cheaper than SNES carts, it's 
only the older games that are being 
sold at such reduced prices. If you 
look around carefully you may also 
find old SNES games for about £20. 
Quality costs and you have to pay 
£40 plus for a cracking, up to the 
minute SNES or Mega Drive cart. 

Final Fight 2 is a game with top 
graphics but nish gameplay, so it's 
best avoided in our opinion Adam. 

If you've got an Action Replay try 
7EOD B405 for infinite Marios and 
7EOD BEOS for infinite Luigis. 


AMAZING 

COINCIDENCE 

Dear Super Action, 

I've bought nearly every edition of 
Super Action and have read them 
cover to cover, I love it. It would be 
great if you could answer me these 
questions for me please. 

1) I'm getting a new game soon 
and I can't think what to get, so I'll 
take your advice. My options are 
Cool Spot, Zool, Super Putty and 
Empire Strikes Back. 

2) Is Clayfighter any good? 

3) My friend said that he had heard 
that a new Mario game is coming 
out. Is this true? What is it? 

4) Is Mr Nutz out yet, 'cos I haven't 
seen it anywhere? 

Daniel Morgan, Glastonbury 

Good to hear from you Daniel. 
Here's our pearls of wisdom on 
your little dilemma. 

1) It's a difficult choice because you 
have listed some good carts. We 
personally favour Empire Strikes 
Back (95%) for it's furious action 
and variety of different gaming 
styles, it's closely followed by Cool 
Spot (94%). Try them both out in 
the shop first though. 

2) We think it looks pretty dang 
groovy and an exclusive preview 
should grace the hallowed SA 
pages next month, so you'll be able 
to see for yourself won't you? 

3) You're friend was well informed, 
there is indeed a new Mario 


.game 


Breaker, breaker... More wise 
words from the poison pen of the 
two cooiest CB radio hams ever. 
Ten, ten 'tiii we do it again. Three, 
two, one... Biil and Ben gone! 


and we have a three page article 
just for you in this very issue, what 
an amazing coincidence! 

4) Mr Nutz (93%) should be out 
round about now, so keep your 
eyes peeled Daniel. 


WARRANTY WORRIES 

Dear Super Action, 

I've had my SNES just over a year 
now and I'm very pleased with it. 
However, a week before the war¬ 
ranty ran out the power adaptor 
broke and would only work when 
the cable was in a certain position. 

The shop I bought it from sent it 
back to Nintendo who have 
charged me £12 for a replacement 
as the adaptor isn't covered by the 
warranty. I could have bought a 
new one for £7.99 in the shops! 
They have had it for over three 
weeks and there is no sign of it 
coming back. 

It is a PAL version and when (or 
if) it comes back I am thinking of 
buying a SCART lead. Are they real¬ 
ly worth it, and how much (if at all) 
will it improve the picture quality? 

Ben Jones, Cardiff 


We are very sorry to hear about 
your lack of SNES Ben, it must be 
awful, how do you cope?. Anyway 
now to your question. Mmmm, a 
bit of a technical one this so I will 
just refer to my knowledgeable col¬ 
league. SCART leads are designed 
for use with the American NTSC 
version of the SNES, OK? 

Therefore you would need a TV 
with an American SCART connec¬ 
tion to actually see any image. This 
could prove quite expensive and. 
I'm reliably informed there would 
be absolutely no difference in pic¬ 
ture quality anyway. Save your 
pennies Ben! 


gam of a lifetime. 
Zelda is a classic little game and 
got 95% when it was reviewed in 
Super Action. 

2) Try editing every aspect of the 
footy teams and then select 'fin¬ 
ished' when you've finished! This 
should retain your settings. 

3) When the password screen in 
Super Cup mode appears try typing 
in the entire alphabet but leave out 
all the vowels (A, E, I, O, U). This 
will allegedly give you a top notch 
footy team, so Barry Diablo tells us 
anyway, and he should know. 

5) Sadly Neil we don't have any 
cheats for Mario All-Stars, the Lost 
Levels, we'll let you know as soon 
as we do get some. Until then 
you'll just have to keep playing and 
try to do it yourself. 

5) We have to agree to some extent 
Neil, using the AR willy nilly just 
means you waste money, cos you'll 
finish your expensive games very 
quickly. They do come in useful 
however if you're tearing your hair 
out because you can't finish a par¬ 
ticular game. 

MOMENTS SILENCE 

Dear Lads, 

Every month when I read your fab 
mag I get upset because I know I 'll 
never be able to play a fraction of 
the games you test and review. 
When are companies going to get 


CHEATS DO PROSPER 


Dear Super Action, 

The first issue I bought of your 
magazine was issue 15, but it 
wasn't to be the last - it's brilliant. 
Can you please answer these tricky 
questions for me. 

1) There is a shop in Romford that 
is selling Zelda III brand new for 
£20. I know it's an old game but do 
you think I should still get it? 

2) I've got Striker on my SNES and 
I have trouble editing the squads. 
Can you tell me how to do it? 

3) I tried the Striker cheat in issue 


15, but I just can't get it to work. 
Can you help me out? 

4) I've also got Mario All-Stars. Do 
you have any special cheats for the 
Lost Levels game. 

5) A friend is selling his Action 
Replay for £5. I think that they take 
away all the gameplay from a cart, 
do you agree? 

Please print my letter and I'll buy 
your mag every month, honest! 

Thanks a lot. 
Neil Franklin, London. 


1) Zelda III for £20? If you are into 
RPG's Neil, then snap their hands 
off, it's the bar- 
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accept no responsibility for any tern 
porary or permanent damage that 
may result from trying to solve this 
ludicrously difficult quiz. Thank you! 

Dsf/e, Jay, Ab/.. Lisa, Neil 


a grip and realize that they are cut¬ 
ting off their nose to spite their 
face. By slapping such high price 
tags on their games they put them 
out of the reach of many people. 

Why can't companies see that 
charging more reasonable prices 
will lead to much improved sales, 
and give a wider audience the 
opportunity to see and play their 
top new games? 

Do you know I often feel sorry for 
the brilliant minded game makers 
and artists who put in so much 
time and effort to creating master¬ 
pieces. Perhaps when they are 
dead they will get the recognition 
they so obviously deserve! 

Anyway on a lighter note, it's 
question time again lads, are you 
ready for these? 

1) Do you think Mario will ever 
marry the Princess? 

2) Can you tell me the official dis¬ 
tance on each Mario Kart track, so I 
can try and work out how fast you 
actually go? 

3) Do you think that Space Ace is 
better than Shadowrun? 

4) I'm finding it impossible to beat 
the final boss in Super Ghouls and 
Ghosts, any tips? 


5) Do you know if Sonic the 
Hedgehog will ever get any sense 
and join the SNES team instead of 
hanging around with no-hopers? 
PS. Good luck for 1994 and thanks 
for a brill mag in 1993. 

Carl Pugh, Dorset. 

We whole heartedly agree that 
SNES games should make a much 
smaller dent in your wallet Carl, 
but unfortunately there are eco¬ 
nomics and politics involved in the 
pricing policies of carts. 

Nintendo control the manufac¬ 
ture of most SNES games by mak¬ 
ing producers hand over their code 
and then making them buy back 
the finished carts. With costs 


simply hold the mag at arms length In a well lit postcard to the usual address (mark cards 
room and try to Identify the distorted Images of SQUINT QUIZ) and you could win a wonderful 
the Super Action team before you. Answers on a prize from our lucky dip. Cor! 
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always rising there is still only a 
small profit margin involved, for 
the producers, even with the 
already inflated prices, sorry! 

We too feel sorry for the design¬ 
ers, how about a moments 
silence out of respect to our dear, 
but not yet departed, friends? 

1) Mario and the Princesses rela¬ 
tionship is purely platonic Carl... It’s 
play for him and tonic for her 
(boom, boom)! 

2} Mario Kart is a fun game don't 
spoil it by being a spod. Just accept 
the cars go nice and fast. OK, OK, 
so I really don't know the answer 
to your question! Who does? 

3) They are completely different 
games Carl, but we personally pre¬ 
fer Shadow run. 

4) Just have faith in you your abili¬ 
ties and perseverance Carl (!?!) 

5} Sonic is a sad blue fop who will 
never amount to anything, so we 
don't even want him in the SNES 
posse anyway! 


WELL I NEVER! 

Dear Super Action, 

1) None of you lot at Super Action 
seem to know just how the scoring 
system on Zelda is worked out. 
When you die or save and quit it 
adds a point on. 

2) Are there any golden arrows 
near the Death Mountain in Zelda? 

3) Which is your fave joypad and 


joystick apart from the one you get 
with the SNES? 

4) Please print this letter as it will 
help a lot of people wondering 
about the scoring on Zelda. Your 
mag is ace, keep up the good work. 
Matthew Forrester, Cleethorpes. 


Well Matthew Forrester from 
Cleethorpes, we're well chuffed 
you cleared up that age old Zelda 
scoring system conundrum! 
Although someone did tell us 
something rather similar last issue! 
So to return the favour, 
you appar¬ 
ently can find 
the golden 
arrows 


in the Dark 
Wo rid 
and not 
near 
Death 
Mountain. 

Our favourite 
joypad is the 
ASCII pad, we are 
strictly a joystick ftee 
zone here at the Super 
Action office. 


SIMPLY THE BEST 

Dear Bill and Ben, 

I'm a relative newcomer to Super 
Action and I have a few questions 
to ask you guys. 

1) Do you have any information on 
the new Zelda game supposed to 
be out soon? 

2) Is Zombies just a less-puzzling 
Zelda type game? 

3) Is there any chance Super SFII 
will be out for March 94? 

4) If not what other good new 
releases are due to come out 
around March? (I'm into platforms 
and RPG's mostly). 


5) Why is Super Action the cheap¬ 
est and best 100% SNES mag on 
the shelves? 

6) Just how mad is Barry Diablo? 

Ryan McLugh, Fife. 


We're getting weary now, just time 
to answer Ryan's questions. 

1) Following the success of the pre¬ 
vious Zelda games, a follow up is 
very likely, but we know of nothing 
official as yet. 

2} Zombies is an arcade adventure 
that doesn't require you to solve 
puzzles, just shoot zombies and 
save people. It's still a very good 
game though. 

3} Super SFII hey? It's only just 
been released in the arcades so 
sadly it's very unlikely to be in your 
local SNES game store before 
March 1994 mate. 

4) Top new RPG releas¬ 
es include Young 
Merlin (reviewed this 
issue) and on the 
platform front keep 
an eye out for Daffy 
Duck and Tinhead (pre¬ 
view coming soon). 

5) We just can't 
help it Ryan. 

Good value for 
money and seri¬ 
ous quality must be 
in our genes! 

6) He's as mad as the 
mad Scout master 
who spends all his 
time throwing tiny 
whelks into a 
bright blue pram. 


It's alri^ you'll be able to 
sleep at nights again now 
cos here are the answers to 
last months quiz. Ronny 
Dhils, Leatherhead, was first 
out of Jay's hat and will get 
a well used copy of SFII 
Turbo from our lucky dip! 


1. BOMBERMAN - Lisa 

2. COOL SPOT ' Marc 

3. PILOTWINGS - Ian 

4. AERO ACROBAT - Neil 

5. MARIO KART - Alex 

6. RANMA - Jay 

7. SFII TURBC Dave 
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Well here I am, back from 
sunny Florida. Oh, you 
still have more Zombies 
to defeat and neighbours 
to rescue. Ah well, I won¬ 
der what New Zealand is 
iike at this time of year? 
Last month’s guide 
brought you some of the 
exciting early levels - 
now there’s more maps 
from nearer the end. 



V A) Change Special Item 
B) Change Weapon 
Y) Use Weapon 
i I X) Use Special Item 




Marooned here is 
an archeologist. 
Swim across the 
puddle to reach 
the professor 
before making 
your exit through 


Trouble ahoy in those sand ridden pyramids. Fleets of zombies and lagoon crea¬ 
tures plague the dusty corridors of these ancient egyptian tombs. So take your 
holy water gun and shoot a few sinners in your quest for good over evil. But 
take care not to wander down a dead end corridor with scores of mummies after 
you. And be extra careful of the stone doors that close as you pass through. 
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Dr Tongue and friends inhabit this dank castie. Okay 
there’s treasure a pienty here, but there’s aiso trou- 
bie. Guarding some of the money vauits are Dr 
Tongue’s personai creations. The monster that 
resembles Frankenstein for example is very tough 
and requires multiple bazooka shells before keeling 
I ever. But it must be done if that baby is to ever find 
its parents again. 

Dr Tongue’s secret weapon. This shambling animation 
of dead human limbs is a prime example of what the 
warped doctor Is capable of. Destruction of this foul 
atrocity is a difficult job, the best tactic is to stand 
from a distance before firing multiple blobs of holy 
water from your trusty pistol. 

SUPER ACTION S3 
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Climbing from these heated pits are armies of martian jeily 
blobs. Unfortunately their source cannot be extinguished, 
but the blobs themselves can be stopped. By spraying large 
quantities of foam from a fire extinguisher, the blob-like 
creature wiil split and shatter. 


What a lovely day in the neighbourhood. Zombies, Martians 
and people playing chase everywhere! Thankfuily most of the 
residents have fled this infested area and moved to safer 
locations. Unfortunately for you, a single child has been 
abandoned by its panicked parents. So grab another bucket 
of hoiy water and head in to the block of houses that swarm 
with creatures of the night. 




Hidden behind this bathroom is another of Dr Tongue’s 
secret morphing potions. One single sip of this viscous 
liquid will transform your puny body into a raging bull 
capable of mass destruction. Shoot the weakened 

in fho hothrnnm tn npt at thic ctranfifi nntion. 




And here it is. This 
wandering infant is 
quite safe from the 
zombies, but regret- 
fuiiy the alien blobs 
are quite capabie of 
smothering the child 
with jeily, thus 
suffocating them and 
choking them of 
precious oxygen. 
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Holes in the ground 
and hedges with 
gaps are the first 
signs of an ants 
nest nearby. Try to 
stay clear of these, 
thus minimising the 
chances of running 
into an ant who 
hasn’t eaten for the 
last couple of days. 


Make sure you approach this frightened soldier with caution. If 
you rush in too fast you’ll probably end up losing him to the ants 
that patrol the surrounding areas. Once he’s been rescued, leave 
through the magical portal that appears just after. 


SUPER ACTION S5 


Why is It that whenever you go to have a peaceful picnic 
In the park, several armies of red or black ants Invite 
themselves along? It wouldn’t be so bad but these are 
huge ants. About the size of a small semi-detached house 
I think. I hope for your sake that you have either a fast 
pair of legs or a load of bazooka shells with which to 
defend yourself. 















































Somewhere in this maze of hedges iies a distressed 
cheerleader. However, she is reasonably safe from 
the axe wielding maniacs that roam around these 
parts. Your mission, should you choose to accept it, 
is to locate and retrieve the skull keys hidden in 
this area. Then completion is made by rescuing the 
damsel who is also hidden. Good luck. 


The garden could do with some weed killer. This 
mutated plant Is spitting several new pods out. 
Not only are they contaminating the surrounding 
grass, but they are also deadly to your skin. 
Avoid or cut them down with your lawn mower. 





























This is no piace for the smali. Huge American foot¬ 
ball players charge the length and breadth of this 
pitch constantly as you explore the houses beyond. 
If contact is made with these meatheads you’ll wind 
up being winded or worse. And to make things a lit¬ 
tle tougher, a massive overgrown worm has been 
seen around here too. 














m ■ m 
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What’s this? The whole of the NFL is run¬ 
ning around here. If you don’t vacate this 
area pretty soon, or at least give their 
ball back, you’ll be tackled really hard 
by those quarterbacks. 


Atilt jfg 
^ Jim ^ r 


Help this teenager to safety by finding the 


two skull keys hidden in the garden. Then 
look outside the room for the exit door. 




This infant is safe from the clutches of 
evil until you find the time to save him. 
But before you do attempt the rescue, 
shouldn’t you ask the worm for the key. 
And don’t forget to say please. 


When playing this, try to keep a few lumberiacks alive. They 
assist in clearing some of these bushes that bar your 
entrance to some locations. About two should be suffice. 
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imbibing the potion 
rapidiy, the doctor 
transforms his 
human body into an 
arachnoid shape. 
Assuming other spi¬ 
der like powers, the 
morphed doctor 
pursues you around 
this seaied laborato¬ 
ry hurling sticky 
webs to siow down 
its new prey. 


Showdown with Dr Tongue! I hope that you’ve brought 
enough armaments for the big fight. Aiso dotted around 
this castie are numerous werewolves and flesh nibbling 
zombies. And to further these worries, a vampire and a 
humanoid monster made up of dead flesh has been report¬ 
ed around the grounds. 


As you may have guessed by 
now, the eyes are the only 
weak zone. A lot of direct hits 
need to be achieved if you are 
to defeat this insane night¬ 
mare of an enemy. 
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DR BARRY 


CHEAfS 


DIABLO'S 



• Winter descends across our 
land, the days grow much shorter. 
Manuscripts and scrolls holding 
written works of yesteryear game 
hackers have now been reprinted 
in this limited edition of 'Ye Olde 
Doctor Barry’s Finest Vintage 
Cheats’. Behold! 


JOHN MADDEN 
FOOTBALL 93 

John Madden's version of American 
football may be one of the most 
demanding sports sims if it is not 
taken very seriously. 

Below are special codes enabling 
you to take part in some of the very 
finest matches to be played in the 
entire John Madden series. 

Dallas V Greenbay: DJGPBBKC 
Dallas V Philadelphia; DJLPBBPC 
Dallas V Cincinnati: DFRNCFVC 
Chicago V Washington: DFGNBBFC 
Chicago V Greenbay: DFLNCBLC 
Chicago V Cincinnati: DFRNCFVC 
Houston V Cincinnati: MNGLBBVC 
Houston V Kansas City: MNLLBBFD 
Houston V Greenbay: MNRLBDMD 
There, that should keep all you 
beefy linebackers ticking over quite 
nicely for a while. 


THE HUNT FOR 
RED OCTOBER 

Isn't it annoying when closing 
in on an enemy vessel and they 
detect your presence due to 
the excessive noise emetions? 



Weil my friend, I can help carry 
this burden by allowing you to 
have 25 chances of staying 
silent as a dormouse. 

By pressing and holding A 
and B, you can push Up and 
Down to be blessed with 
another 25 chances. 


FIRST SAMURAI 

Practice being a ninja no more, 
instead choose the path of trickery. 
Enter the following joypad combi¬ 
nation to be granted the access to 
the special level select screen. 

Enter X, A, L and R all together 
on the main options screen and 
keep pressed for following 
sequence. Then as the doors start 
to close in on the main writing 
enter Right for stage 1-2. Or enter 
Down for stage 2-1, Left for stage 
2-2 and Up for stage 3. 

ROCKY RODENT 

Gerbil mishaps and hamster related 
laughs as we plunge head first into 
the wacky world of rodents. But liv¬ 
ing life as a rodent must be quite 
limited, so to compensate for this 
handicap we have unlimited contin¬ 
ues. By entering Y, A, R, A, B and A 
on the main title screen when 
Rocky is running across. Then mov¬ 
ing the cursor over the 'Credit?' 
option will result in pure heaven. 

TOM & JERRY 

More merry animated chuckles as 
we dive into the world of 'Thomas 
the mad bird slaying, mouse chas¬ 
ing' cat and 'Jerry the food snatch¬ 
er from heir mouse. Assist Jerry's 
role by increasing the amount of 
lives this rodent carries. Enter 
Right, Right, Up, Left, Up, Right, 
Down, B, A, Select and Start twice. 

MORTAL KOMBAT 

Now some people don't realise that 
on the endurance rounds the sec¬ 
ond opponent may be defeated 
within two single moves. Yeah, you 
can, just by simply using the same 
last two moves you used to defeat 
your former opponent as your 
starting technique in the secondary 
encounter. Did you understand all 
that? If so, you'll win the fight with¬ 
in seconds. Easy eh? 



NIGEL 
MANSELL’S 
WORLD RACING 

Wayhey! Here we go with more 
special passcodes. This time it for 
that great racing game, Nigel 
Mansell's World Racing. Just enter 
the following codes for success 
beyond approach. 

MEXICO: LZ9ZN40LJ2541STCVL 
BRAZIL: 6CL732YLZ3H07VNBR9 
SPAIN: PZPP693R91Q7NHQ..2 
SAN MARINO: R49RGKFH 
JBDSV0T79 

MONACO: LOXJ.XVCH3L7GDCFOR 
CANADA: B7JPR46QRB.RG08HNL 


FRANCE: LV0ZB206FG0K62K2D7 
BRITAIN: TKX.B7G3VTJFS1QSKX 
GERMANY: TQPCLTBTB7X21.JQGT 
HUNGARY: HLL2FWG1Y20FL.1NG5 
BELGIUM: YMGW4BXM 
3BV61JR565 

ITALY: 4QX4JKWXT50ZQ..K35 
PORTUGAL: 4F3M0TZ50 
7064KGC5D 

JAPAN: R48RR9GT7JB.BZVR4D 
AUSTRALIA: 33DV4B.F1Z 
ZG538GW3 

END SCREEN: PV2JTFBK 

4Y696H4DXY 

ALADDIN 

It's doubtful, but If you are having 
trouble with this Disney drama, 
then you'll be thankful for the pass¬ 
words. Stage 1 (end) : Genie - Abu - 
Aladdin - King Stage 2 (end) : Jaffar 
- Abu - Princess - Genie Stage 3 
(end): Genie - Jaffar - Aladdin - Abu 
Stage 4 (end) : Abu - Aladdin - 
Genie - Princess Bonus (end) : 
Jaffar - Princess - Aladdin - Jaffar 
Stage 5 (end) : Princess - Jaffar - 
King - Princess Stage 6 (end) : 
Aladdin - Princess - Abu - King 
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DIAt-A-TIP 

HINTS N TIPS N CHEATS N PONES 

CHEATS GALORE 

oaol 44S 037 

(LA ST WEEK'S MESSAGE - 0891 101 2 35) 

NINTENDO CHEATLINE.0891 445 769 

CONSOLE GAME TIPS__0891 445 772 

CONSOLE HOTLINE.0891 445 771 

STREET FIGHTER 2_ 0891 445 940 

DESERT/JUNGLE STRIKE.0891 445 957 

MORTAL KOMBAT...0891 445 987 

SUPER MARIO WORLD..0891 455 924 

IF YOU'RE HAVING PROBLEMS WITH A GAME, WHY NOT CALL OUR 
QUESTIONS AND ANSWERS SERVICE TO SEE IF WE CAN HELP 

0891 445 768 

FOR FREE MEMBERSHIP TO THE CHEAT CLUB 

0891 445 939 

(ALL CALLERS ON THIS LINE WILL RECEIVE A FREE SOFT¬ 
WARE DISCOUNT VOUCHER) 

ALL CHEATLINES ARE UPDATED EVERY WEEK 


GUIDING LIGHT COMPUTER SERVICES LTD 

PO BOX 17, ASHTON-UNDER-LYNE. OL6 OWW. 

IF YOU'RE UNDER 18 PLEASE ASK PERMISSION 
BEFORE YOU CALL. MAXIMUM CALL CHARGE £3.60 
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STORM • £44.99 • OUT NOW 

TRODDLERS 


One of the best 
ever puzzle games 
on the Amiga is 
now an official 
Super Nintendo 
release by Storm. 
Super Action has a 
barrage of handy 
hints and tasty tips 
for Troddiers - a 
briiiiant brain 
bending bonanza. 


CONTROLS 


A) The jump button 

B) Produces the cross-hair 
Y) Produces the cross-hair 
X) Deletes the block 
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(Left) The first 
few levels are 
merely 
Introiluctory. 
This is the 
rather simple 
level two. 


Cannonfire may propel you upwards and can 
allow you to reach a far-away ledge. 


1. Carry sufficient blocks around with 
you at all times. 

2. Master the art of skipping up a plat¬ 
form using only two blocks. This is done 
by picking up the block you are standing 
on as you jump up onto the next one. 

3. It is often useful to keep either the 
Troddiers or the Zombies in a tight, man¬ 
ageable group. This can be done by 
blocking their entrances and trapping 
them until you are ready - this isn’t 
always advisable, however. 

4. Collecting fruit gives you energy. Only 
replenish it when it is low, as your ener¬ 
gy is finite. 


(Below) If you leave your character 
alone for too long, he’ll soon fall 
fast asleep. Zzzz... 


Not all the 
levels are 
completed hy 
saving 
Troddiers. 
Many depend 
on collecting 
a few gems 


5. Keep Troddiers away from Zombies at 
all times. 

6. Killing off Zombies is often necessary 
and always entertaining. 

7. Pushing boulders onto your enemy will 
give you up to four blue gems. Pushing 
boulders onto Zombies/Troddlers awards 
up to four red gems. Hitting a rock with 
another rock will give you as many as 
four green ’uns. Check the mission 
screen for your requirements. 

8. Cannonfire may propel you upwards 
and can allow you to reach a far-away 
ledge. Watch your energy, though. 

9. Use the pause option if you need to 
stop and think. 

10. Secret pick-ups may be hidden any- 


Stage one is, inevitably, the easiest to complete. Check where on screen. 

out the scarlet sphinxes. 


Level three, and the gameplay’s already 
becoming just a little harsh. 
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GLAMOUR 


The mummy imagery is 
seen on quite a few 
ieveis. IVs a beauty! 


IVs a veritable gem test 
here. The Troddlers walk in 
circles for no reason. 


Some of the backgrounds are well worth marvelling at. The chicks 
and kids love ’em alike. 


.. kJO! kjot xms£, Voo DiKvwvT«. ruesa Hi 

(Above) This is what the stars of 
Troddlers really look like. Eeeh, 

I’m right naive, me. 



11. You can push boulders, but you can’t 
pull them back. 

12. Troddlers die if they fail too far. 

13. Grinders oniy have one iethai side, so 
cover it with a block or blow the whole 
thing up. 

14. The pauser blocks can sometimes be 
most usefui. 

15. Birds can oniy peck the blocks 
directly beneath them. Try trapping them 
in with biocks. 

16. The shield can only be activated for 
limited amounts of time. Use it oniy 
when under threat and return to safety 
before it wears out. 

17. Use mines to biow up any unwanted 
objects. However, the ‘triggering 
Troddler’ wili also blow up. Always try 
and use Zombies where availabie - avoid 
blowing up anything usefui. 


Boulders can be pushed, but 
once they touch either side of 
the screen they can’t be pulled 
back towards you. 


Bonus fruits replenish 
energy. But make sure your 
energy’s low before you 
collect them. 


Aaarrggghh! The message that no-one 
wants to see. Try, try again. 


If you need ice blocks to complete a level, res< 
’em quickly from the path of the flames. 

Flip blocks spin Troddiers/Zombies to the oppo- 
side. Don’t flip ’em into anything soiid. 

Bouncers wiii cushion Troddier landings in 
fali situations. 

Spinners drop Troddlers so keep ’em from run- 
I into each other in high and dangerous pieces. 

They also follow 
the level’s con¬ 
tours. The best 
way to deal with 
them is to 
remove the 
biock they 
wouid have 
roiled onto. 

This destroys it 
and awards you 
a blue gem. 
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GAMES 



THE ULTIMATE GUIDE TO GAMES BUYING 


There are so many 
SNES games 
around that the 
Index is evolving 
into a 'best of’ 
list. When new 
games are 
released and 
score 80% or 
more they go 
straight in. Games 
scoring less come 
out. Look out for 
the Yellow flash - 
it’s Super Action’s 
seal of approval. 


BEAT ’EM UPS 

LOOKING FOR FAST, 
FURIOUS AND VIOLENT 
ACTION? IT’S HERE. 


ALIEN VS PREDATOR 

Activision 

Jap import 59% 

Oh dear. A top licence gets the 
banal treatment as yet another 
Final Fight rip off insults your 
Super Nintendo. This one is less 



interesting than most, with 
indistinct graphics and not 
much else to recommend it. 
Avoid it at all costs. 

BATMAN RETURNS 

Konami 

Jap import 91% 

Fight and schwing with 
Catwoman, rescue the Ice 
Princess from the evil Penguin 
and battle against his hordes of 
destructive and twisted clowns. 


VIRGIN 

I NON MOVER Al UP ▼ DOWN O NEW ENTRY 

■ d 

Nintendo 92'V 

© 2 ) 

Nintendo 

V3) 

Capcom 

A4) 

Nintendo 88'-\- 

A 5) 

Sony P3‘\' 

■ 6) 

Ocean P7"\' 

A 7) 

Nintendo V 
© 8 ) 

Virgin 94 

T9) 

Acclaim 

▼ lO) 

Konami S4^\> 



most playable that we’ve had in 
the office. The music is taken 
from the film and it looks gor¬ 
geous. You’ll play this one until 
your finger drop off. 

BEST OF THE BEST 

CHAMPIONSHIP 

KARATE 

Eiectro Brain 

US import 89% 

Classic kick boxing action with 
loads of environmental options 
and the essential training 
screens. A fantastic amount of 
kicks and punches to inflict 
upon your best mate with gut 
wrenching sound effects. Good, 
but the sprites are a bit small. 

DOOMSDAY WARRIOR 

Renovation 

Products 

US Import 81% 

The characters are sufficiently 
different from each other in 
looks and in movement to war¬ 
rant praise. Along with this the 
soundtrack is full of Eastern 
promise and there is a two play¬ 
er option to enhance the game. 



It’s not another StreetFighter 2, 
but it’s not all that bad. 


FATAL FURY 

Takara 

Jap import 75% 

Street Fighter clone with chunky 
graphics and great sound. Less 
button commands than its big 
brother so there are fewer spe¬ 
cial moves. Less characters to 
choose from and those selec¬ 
table lack the background and 
animation of Street Fighter. 

FINAL FIGHT 

Capcom 

Official 88% 

Simplistic action is more than 
made up for by spectacular 
graphics. Although it lacks long 
lasting challenge, it’s a game 
you’ll often return to. One 
strange thing is that Guy, the 
third character in the arcade 
game, is mysteriously missing. 

FINAL FIGHT 2 

Capcom 

Official 72% 

Not the most original beat ’em 
up on the market, but definately 
one of the best looking ones. 
Basically it’s too easy and really 
is not worthy of your hard 
earned cash. 

FIST OF NORTH STAR 

Toei Animation Co. 

Jap import 70% 

Although this game seems shal¬ 
low and poor, you’ll soon get 
iinto the swing of things. Like all 
two player games, you can glean 



hours of fun and frolics from 
beating up a mate. Sad and 
pathetic in one player mode. 

GOLDEN FIGHTER 

Culture Brain 

Jap Import 50% 

Don’t be fooled by the striking 
array of screenshots, this is a 
right old turkey. The massive 
hype that surrounded its pre¬ 
launch was all in vain I’m afraid 
and this might just be the 
biggest disappointment in video 
game history. Sorry. 


KING OF THE 
MONSTERS 

Takara 

Jap Import 80% 

Some hugely enjoyable monster 
fun as you take control of some 
very dodgy looking characters. 
Graphically, this is nothing to 
write home about and its lasting 
appeal for a single player is 
questionable. Two player games 
though, are massively addictive 
and great fun. A worthy pur¬ 
chase and a fantastic laugh. 
Godzilla meets Streetfighter! 

LAST FIGHTER 

Banpresto 

Jap import 70% 

Weird Japanese cartoon charac¬ 
ters in Super Deformed mode 
(this is where they make cartoon 
figures small and cute to appeal 
to younger kids). It looks won¬ 
derful, nice sprites and often 
gorgeous backgrounds. Sadly 
though, there are too few moves 
and it’s far too easy. Quite fun in 
two player mode though, but 
best suited to young kids. 

MORTAL KOMBAT 

Acclaim 

Official 90% 

Does not quite claim the SF2 
crown, but is still a dream to 
play. The digitised graphics are 
top notch, with loads of new and 
exciting characters to suss out 
and play to the death. Better 
than most on the market, but 
the novelty soon wears off. 

RANMAti 

Masaya 

Jap import 89% 

A rather brilliant Streetfighter 
inspired beat ’em up based on 
Japanese cartoon characters. 
The wide variety of characters 
and moves available are backed 
up by fluid gameplayand 
sparkling graphics. Sound 
effects are striking and humor¬ 
ous and the whole thing is 
incredibly slick. A definite con¬ 
sideration for those of you who 
have grown tired of big daddy 
Streetfighter 2. 

RANMA2!i 

Masaya 

Jap import 84% 

This game is a brilliant follow up 
to the original, but not sufficient¬ 
ly different to rate as highly. The 
graphics are crisp and sweet and 
cool. Kung Fu fun! 

RIVAL TURF 

Jaleco 

Official 81% 

A cross between Double Dragon 
and Final Fight. Visually very 
similar to Final Fight but with 


small characters and two player 
gameplay. There are loads of 
features including a limited, but 
fun one on one mode and some 
nice use of mode seven. 

SONIC BLASTMAN 

Taito 

Jap import 89% 

Not a conversion of the arcade 
game, but a brilliant use of the 
characters nonetheless. Looking 
very much like Final Fight but 
with slightly better graphics and 
hilarious special effects. 

STREETFIGHTER 2 

Capcom 

Official 95% 

Possibly the best SNES title 
today. Unmatchable gameplay 
combined with arcade perfect 
graphics and sound. This is a 



true classic and an amazing 
demonstration of what the 
Super Nintendo is capable of. 
You must have this, it’s just as 
simple as that. 

STREETFIGITER 2 
TURBO 

Capcdm 

Official 95% 

Totally addictive head bashing 
fun. Quicker, slicker and even 
more gorgeous than the origi¬ 
nal. The only sure way to get an 
arcade quality beat ’em up in 
your very own bedroom. If you 
have the first version, trade it in 
and buy this one. 

SUPER DOUBLE 
DRAGON 

Technos 

US import 83% 

Unexpectedly brilliant scrolling 
beat ’em up with rather nice 
graphics and a lot of sparkle. 

The addition of blocking and 
throwing moves adds a huge 
amount of variety to this title. 
The music and sound effects are 
very smart and it’s all very pol¬ 
ished. Questionable lastability 
for a single player, but the best 
game of its kind for two fighters. 

TKO BOXING 

Sofel 

US import 70% 

A reasonable boxing game. The 
graphics, while slick and fluid, 
do little to convey the atmos¬ 
phere of real boxing. There are 
some nice samples and lots of 
guitar, it plays well but gets 
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repetitive quickly. Saving grace 
is the training option - on win¬ 
ning you can pump some iron 
and increase everything about 
your various attributes. 

TURTLES IN TIME 

Konami 

Official 85% 

This gives the Turtles a new 
breath of life. Beautiful looks 
and wonderful sounds as you 
guide the Turtles through a 
world filled with terror. Travel 
backwards and forwards in time 
as you try to rescue April O’Neill. 
Look out for the F-Zero style 
level where you mount a turtle 
surfboard and head off along a 
superfast highway. 

TUFF E NUFF 

Jaleco 

Official 85% 

If there had been no SFII then 
this would be the benchmark for 
beat ’em ups. The sprites are so 
manic at times it’s scary. 



They all move around the screen 
with bizarre individual character¬ 
istics in front of superb scrolling 
backgrounds. Plenty of special 
moves for extended fun. 

ULTRAMAN 

Bandai 

Official 65% 

Great big rubbery sprites wob¬ 
ble around on unconvincing 
backgrounds, exactly like the 
Japanese TV show it’s based on. 
One of the first games available 
and it shows. Still, it has a die 
hard following and it’s good for 
a laugh. I’d question the merits 
of actually shelling out any of 
my dosh on it though. 

WWF ROYAL RUMBLE 

UN 

US import 49% 

A sure fire hit, despite its pitiful 
score. It is a bit of a laugh but it 
just isn’t worth shelling out any 
cash for. If you really must have 
a wrestling game get WWF 
Wrestlemania, see below. 

WWF WRESTLEMANIA 

Acclaim 

Official 70% 

The WWF phenomenon is huge. 
This game replicates the look 
and feel of the event perfectly. 
Wrestling games tend to err on 
the side of rubbish, but this is 
one of the best. Smart graphics 
and top sound add up to a rea¬ 
sonable licence. Fans only. 


DRIVING GAMES 

STICK YOUR KEY IN THE 
IGNITION AND PUT THE 
PEDAL TO THE METAL. 


AGURISUZUKI 
FORMULA ONE 

LOZC 

Jap import 81% 

Ooh! Ooh! This is the first split 
screen mode seven driving 
game, arriving just a tad before 


Super Mario Kart and to much 
critical acclaim. It’s all nice and 
fast and the graphics are attrac¬ 
tive though it doesn’t have the 
same humour appeal as the for¬ 
mer champion of racing games. 

F-ZERO 

Nintendo 

Official 91% 

Still regarded by many as the 
top SNES racer, this mode 
seven special is as addictive as 
it’s attractive. Superlatives are 
apt for every aspect of the 
game. Its only failing is the lack 
of a two player option. This is 
the benchmark for racing games 
- if you haven’t got it then you 
can’t have seen it, let alone 
played it. The recommendation 
for this game is unreserved... 
are you convinced yet? 

FI EXHAUST HEAT 

Ocean 

Official 90% 

This is the best F1 racing game 
available for the SNES, but it’s 
marred slightly by repetitive 
backdrops and slowdown. It’s 
gorgeous to play however and 
combines strategy with fast 
action driving. There are some 
great effects but it will soon be 
upstaged by the sequel, F1 
Exhaust Heat 2. There is compe¬ 
tition in the F1 field, but those in 
the know recommend this game 
above all others. 

FI EXHAUST HEAT II 

Seta 

US import 95% 

Here it is the amazing DSP chip 
in all its wondrous glory. This is 
super fast and smooth and the 
perspective faultless. There’s 



enough gameplay to last a life¬ 
time and enough excitement to 
frazzle your brain. It looks like 
the SNES was definately made 
for racing games. 

KING OF THE RALLY 

Meldac 

Jap import 87% 

The easiest way to descibe this 
is to say that it’s like controlling 
a remote control car. 



There are ten sections to com¬ 
plete and it all makes a rather 
nice racing change. 

OUTLANDER 

Mindscape 

Official 83% 

Racing through the desert, bat¬ 
tling bikers and visiting radioac¬ 
tive towns. This is like Mad Max 
Rides Again. There are lots of 
different weapons and lots of 
helpless victims to shoot- it’s all 
very playable stuff though it can 
be a tad repetitive. 


TOP GEAR 2 

Marubeni 

Official 93% 

Top Gear 2 leaves all its split 
screen racing rivals floundering 
in the pit lane. It has single 
handedly improved the standard 
of the SNES two player car rac¬ 
ing genre. A massive improve¬ 
ment on the classy original with 
endless new and exciting 
options to keep all you budding 
road hogs amused for hours 
and hours. This game is excel¬ 
lent in every department. Rev it 
up and burn some rubber! 

LAMBORGHINI 

Titus 

Official 83% 

Contributor chap Jason loved 
this game. The rest of us went 
hmmm, it’s not exactly Top Gear 
2 is it? Still, if you love rear-view 
racing games, like the idea of 
betting on your races and own a 
SuperScope then this is well 
worth checking out. Let’s say 
it’s a servicable racer with a 
couple of added extras. 

SUPER FI HERO 

Varie Corporaton 

Jap import 74% 

This has to tall into the average 
category, it is incredibly unre¬ 
markable despite being playable 
enough to hold your attention for 
an hour or two. You slip into the 
shoes of Satoru Nakajina, that 
most famous of F1 heroes, and 
have to go through the regular 
jive of fitting your car together 
before you race. It has a turbo 
feature that is worth mentioning 
but that’s about it. 

SUPER MARIO KART 

Nintendo 

Official 94% 

You probably know the verdict 
for this one already. Perhaps the 
best driving game ever. Choose 
between eight of the most 
famous Mario characters. Split 
screen, 2 player, stop the traff¬ 
ic, rock ’n’ roll action. Spectac¬ 
ular graphics, unbelievable 



sound and some of the best 
gameplay ever. You have to 
have this, it’s utterly superb and 
it gives you the horn. 

SUPER OFF ROAO 

Tradewest 

US import 84% 

Iron Man Ivan Stewart is a popu¬ 
lar off-road racer in America and 
completely unknown over here. 
The game is based on his dirt 
racing antics and is a mildly 
addictive Super Sprint variant. 
The graphics are simplistic and 
at times, rough, but the anima¬ 
tion is nice and slick. If anything, 
it’s a little too easy but two play¬ 
er racing makes up for it. 

TAZ MANIA 

THQ 

Official 87% 

If you’ve ever been in the half¬ 
pipe with Sonic (bool) and Tails 
and enjoyed it, have a good 
wash and buy this. 

It’s as bright and colourful a 
game as anybody could wish 
for. Hairy, bird-eating and ulti¬ 
mately manic Taz has come to 
the Super NES and is ready to 
race, leap and spin his way into 
your open heart. 



TOP GEAR 

Gremlin 

Official 93% 

Back to the good old days of Out 
Run, only this time with split 
screen two player mode. The 


graphics don’t rely on mode 
seven and, as a result, it looks a 
bit like Lotus Turbo Challenge 
(the game it’s based on) but 
they are fast and fairly smooth. 

A solid racer with plenty of fea¬ 
tures. If it weren’t for the two 
player mode then the mark 
would drop but frankly if you’ve 
got a copy of this and a copy of 
F-Zero then you’re fully kitted up 
for racing games. 


SHOOT’EM UPS 

THIS IS A FAST REACTION 
AREA. STRONG NERVES 
ONLY NEED APPLY. 


TOTAL CARNAGE 

THQ 

Official 80% 

Not the best game ever wit¬ 
nessed but packed full of some 
of the wildest and most grue¬ 
some action you’re ever going 
to see on the Super NES. It’s 
similar to Super Smash TV. Neil 
prefers Total Carnage. 

ALIEN’ 

Acclaim 

Official 90% 

An excellent film tie in that is 
different each time you play it. 
Everything oozes class - as well 
as slime. A quality game and 
a definite benchmark in this 
kind of category. 

AXELAY 

Konami 

Official 91% 

Axelay has the best graphics of 
any SNES game. Incredible par¬ 
allax, amazing use of mode 
seven and addictive gameplay. 
Probably the best blaster on the 
SNES. A couple more levels and 
this would have been perfect. 
Brilliant shoot ’em up stuff. 

BLAZEON 

At I us 

US Import 77% 

Run of the mill shoot ’em up 
with all the usual trimmings 
such as large evil bosses etc. 
etc. One saving grace is the abil¬ 


ity to inhabit alien ships of vari¬ 
ous size and strength to achieve 
your goal of human freedom. 

BIOMETAL 

Athena 

Jap Import 70% 

Spend your money on some¬ 
thing else. The glitching and 
slowdown often annoys - why 
design such massive and 
detailed enemies if they’re going 
to geek out whenever there’s too 
much on screen? 



The Depeche Modesque sonics 
and the choice of difficulty level 
are Biometal’s only redeeming 
feature. When the official ver¬ 
sion comes out it’s going to 
have a 2 Unlimited soundtrack. 

COSMO GANG 

Namco 

Jap Import 82% 

This incredibly funny shooter is 
based on those bash the mole 
games but takes the form of an 
advanced Galaga clone. 

The graphics are very, very 
amusing, as is the rather hysteri¬ 
cal Japanese sampled commen¬ 
tary. It might not look much, but 
it’s one of the best shoot ’em ups 
we’ve played. 



CYBERNATOR 

Konami 

Official 91% 

Clumping around in a large suit 
blasting hell out of aliens. This 
is what video games are all 


INDEX GUIDE 

If you want to know the score 
- check the index. 


TKO BOXING 


Sofei 

US ilT. 

ReasonAfe boxing game with lit¬ 
tle todi^guish it from any 
other bcling game. The graphics, 
while sliliiiMiiUiyiitUtei 


iport 70%** 

le bi 


convey the atmosphere of real 
boxing. There are some nice 
samples and lots oLguitar, it 
plays well but 

quickly. Saving grace is the train¬ 
ing option - on winning you can 
pump some iron and increase 
everything about your various 
attributes. 


Gam Title 

Software Company 

Super Action's score: This is 
checked regttkuy In case the 
game loses its flavour. 


Gam Staas: Official or 
Import (Japanese or 
American} 

Review: We have tried to 
include all the relevant 
information. Obviously In the 
interest of space it has been 
pared down but our views are 
still worth taking note of. 
DOR’T Buy a game until 
you’ve read about it here. 


The price of games is no joke and we are well aware of it. If 
you are thinking of buying a game then check it out here first. 
If it gets a duff review and you are still keen, try before you 
buy. If it gets a good review show the people who are paying 
and they may part with the cash a little more easily. 


FLASH 

Keep an eye out for 
seal of quality. 


F-ZERO 

Nintendo 

Official/ 91% 

still regapffed by many as 

the tojpSNES racer, this 
m/^seven special is as 
laictive as it’s attractive. 

Anywhere you see a yellow flash take 
note. These are games of rare and 
noteworthy breeding. Games that have 
been reviewed in Super Action and 
rise above the crowd. A Yellow Flash 
is awarded only after a game has been 
popular with the Super Action team for 
a long time. Also this may clash with 
the initial score. The yellow flash is 
the indication of a MUST BUY. 
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about. There is an incredible 
amount of attention to detail and 
it is complex enough to have 



you playing it for quite some 
time to come. 


DARIUS TWIN 


Taito 

Official 88% 

A shoot ’em up that wins sup¬ 
port for a lot of reasons, but 
mainly the simultaneous two 
player option. In single player 
mode, it’s challenging and fre¬ 
netic although the graphics are 
hard to see. It looks better the 
further you get with 2020 vision. 


DESERT STRIKE 


Electronic Arts 

Official 92% 

Put Mega Drive owners to 
shame with this slick and fluid 
version of the desert conflicts 
you always wanted to take part 
in. The helicopter is a joy to fly 
with plenty of missions to test 
out your skills. Good graphics 
and some great sound effects. 


GRADIUS 3 

Konami 

Jap import 90% 

The good news is that this is 
one of the finest blasters avail¬ 
able on the Super Nintendo. The 
bad news is that Konami will 
probably never release it here, 
citing that it’s "old hat”. The 
graphics are wonderful, detailed 
and colourful, but some serious 
sprite slowdown occurs on 
busier screens. Check it out 
though, it’s a real winner. 

EMPIRE STRIKES BACK 

JVC 

Official 95% 

Jay got excited about this and 
not surprising with super slick 
and super creamy graphics, 
dream sounds and ream game- 
play. A Huge amount of levels 
will keep you at it for months 
and although the platform bits 
can get a tad repetitive it’s still 
one of the games of the year. 

MECH WARRIOR 

Activision 

Official 87% 

An excellent combination of 
strategy and shoot ’em up. 
There’s enough action to keep 
the ardent bloodfest addict 
happy along with stuff that 
trainspotters will go weak at the 
knees for. An enjoyable and 
involving game with a save 
game facility. Good job, because 
you’ll need it. 

IMPERIUM 

Vic Tokei 

US Import 78% 

It’s a sad day when a software 
house sits down and thinks that 
a vertically scrolling shooter is 
the most original concept of all 
time. Imperium may well be 
fast. It may well be action- 
packed and it may well be good 
fun. However, it also happens to 


be unoriginal and up against 
some fairly stiff competition. 
Super Aleste is identical in style, 
but far better in terms of depth 
and quality. You’d have to be 
barking mad to buy this instead 
of Super Aleste but it’s not too 
bad on its own merits. 

PARODIUS 

Konami 

Official 91% 

Easily the cutest game ever, this 
classy shoot ’em up should be 
used as a benchmark by other 
programmers. There is so much 
to it, from the wonderful graph¬ 
ics to the near-perfect sound. A 
must have for all SNES blast 



fans. You’d better bring a sick 
bag with you though. 

PHALANX 

Kemco 

Jap import 84% 

Much maligned blaster with 
quite a few nice touches. 

Ignored largely due to bland 
graphics, this has some very 
nice and very challenging levels. 
Nice weapons that add to the 
strategy required in this game 
and some nice tunes to back it 
up. Don’t be put off by appear¬ 
ances-this is a gem. 

PDP ’N TWINBEE 

Konami 

Jap Import 92% 

There’s no blood here kids, just 
plenty of frantic shoot ’em up 
fun. You almost feel sorry for 
the furry pandas and happy 
teddy bears as they disappear 
under a hail of fire. Better than 
Parodius, and that was quite a 
good little cart. 

STAR WING 

Wmtenib 

Official 96% 

It wasn’t the best move in the 
world to change the name of 
this from Starfox to Starwing 
but that’s its only fault. The first 
game to use the Super FX chip, 
it has scaled sprites and fluid 
polygons. It has a resounding 
music score and excellent voice 
samples. It’s a fast game that 
has you hooked from the start 
and seems to go on forever. If 
this is the shape of things to 
come then it won’t be long 
before that little black box (the 
Megadrive) curls up and dies. 
This game excels. 

STRIKE GUNNER 

NT VIC 

US import 85% 

More vertically scrolling action 
as you take on the forces of an 
alien empire (just for a change) 
with the usual extra weapons 
and stuff. Not very inspiring, but 
technically adequate blaster. 

SUPER ALESTE 

Toho 

Officiai 89% 

At last, PC Engine Gunhed gets 
an airing on the Super NES and 
what a job! Amazing mode 
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seven graphics that add greatly 
to the challenging pyrotechnic 
hell fire action. 

SUPER PANG 

Capcom 

Jap import 89% 

Not strictly a shooter, but you 
do have to blast things. Pop the 
bubbles until they disappear and 
that’s about it. Sounds dull, but 
in reality it’s one of the most 
addictive SNES games yet. Great 
graphics help and the music and 
sound effects are just fine. 
Multiple worries as each bubble 
you do manage to burst prompt¬ 
ly splits into many others, leav¬ 
ing a small nightmare 
happening right there in the pri¬ 
vacy of your own home. 

SUPER R-TYPE 

Irem 

Official 81% 

Very classy looking, highly 
attractive shoot ’em up. Lots of 
nice bits and a few interesting 
bad guys, but not much in the 
way of originality. It looks and 
sounds superb but the constant 
jerky scrolling and lots of slow¬ 
down mean that this is a heavily 
overated title. 

SUPER SMASH TV 

Acclaim 

Official 90% 

Fabulous conversion of the coin¬ 
op, helped massively by the fact 
that a Super Nintendo control 
pad has four buttons. Neat 
graphics and smart sound are 
totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on 
and one of the closest conver¬ 
sions ever seen. 

SUPER STAR WARS 

JVC 

Official 93% 

It’s fun, it’s exciting and it’s an 
excellent film licence. The best 
shootie you can buy with state of 
the art graphics, bags of levels 
and plenty of diversions. You can 
play as Luke running and jumping 



or dive into his Landspeeder for a 
spin and even get under 
Chewbacca’s skin. One of the 
most complete games we’ve had 
in the office with a diffculty level 
to tax the best gamers. 

SUPER SWiV 

Storm 

Official 90% 

Play on land as a jeep or sky- 
bound as a helicopter in this 
quality shooty that should hook 
you from the start. With great 
graphics and sound it’s a sure¬ 
fire winner on the SNES. 

SUPER TURRICAN 

Hudson Soft 

Official 88% 

Loads of levels and loads of 
harshly coloured backdrops. 
There’s plenty of Probotector 
influences, so if you’re into 
those kind of things this just 
might be right up your street. 


SUPER PRDBOTECTDR 

Konami 

Official 89% 

SuperProbotector was the very 
first review to appear in 
SuperAction. Graphics, sound 
and gameplay are all pretty bril¬ 
liant as you bounce around 
blasting everything in sight. 

Miles better than ghouls and 
ghosts and one of the top ten 
essential purchases a year ago. 

THE TERMINATOR 

Mindscape 

Official 82% 

This is let down by the ‘mean 
and moody’ graphics which in 
reality are just dark. Not a bad lit¬ 
tle game and it does have a dri¬ 
ving scene that changes the pace 
of it all. None of it steals the 
show though. Yawn. 

TOYS 

Absolute 

Entertainment 

US Import 80% 

The initial thrill of the lively and 
well drawn toys coupled with 
their individual sounds and 
characteristics subsides after 
constant repetition of the same 
theme. Graphically, sonically 
and in terms of longevity it’s a 
good product. Lack of exciting 
and varied gameplay prevents 
this cart being great. 

UN SQUADRON 

Capcom 

Jap import 89% 

Based on Japanese comics of 
the same name, this is a conver¬ 
sion of a Capcom coin-op. There 
are loads of differences between 
this and the original, but most of 
them are improvements. Nice 
graphics, excellent music and 
loads and loads of firepower. A 
fast, exciting and very difficult 
future shock blast. 

WING COMMANDER 

Mindscape 

Official 81% 

Over shoulder view of various 
battles in space with you as the 
only saviour of mankind. Loads 
of missions to be assigned to 
with various types of craft to 
pilot. Graphics and sound are 
too similar to the PC version to 
be anything astounding but the 
game runs fast and is quite a 
tricky challenge. 

WINGS 2 

Namco 

US import 82% 

WWI airtime with the crates of 
the Royal Flying Corps. Power 
up your squadron to complete 
missions in strafing, dog fight¬ 
ing and bombing. Chunky 
graphics and deeply arousing 
patriotic music make this one of 
the best flight sims available. 


^ STRATEGY ' 

GET THE OLD GREY 
rVSATTER ON THE BOIL WITH 
, A TAXING CHALLENGE. , 


LOST VIKINGS 

Interplay 

Official 89% 

A SNES release that requires lat¬ 
eral thinking, patience and 
endurance. What a refreshing 


change! Good enough to make 
you burst into song. Ohhhhhhh, 
the graphics are beefy and 
bright and the sounds are uplift¬ 
ing alright, the gameplay is as 
sound as Olaf is round but the 
end is a wonderful sight. That’s 
quite enough of that. 

CAMELTRY 

Taito 

Jap/us import86% 

In the old days, we would have 
called this a maze game. Rotate 
the screen and move a small 
ball through the level. 
Challenging, original and fun. 



make sure you get the vastly 
enhanced and much bigger US 
version. It has far more levels 
than the otherwise fabby 
Japanese version. 

SUPER PUTTY 

System 3 

Official 86% 

Yes, you’ll be amazed at the 
graphics and yes, you’ll have a 
top laugh playing it for hours, 
but once you’ve reached a cer¬ 
tain level of difficulty you proba¬ 
bly won’t be quite so keen to 
continue playing. This game has 
everything except enough long 
lasting appeal. 

FACEBALL 2000 

Bullet Proof 
Software 

US import 87% 

Wander around a maze in pur¬ 
suit of enemy smileys or your 
best mate. There’s also a hidden 
game only accesible through a 



wierd password combination. 
Simple graphics with some 
basic sound effects. 


LEMMINGS 

SunSoft 

Official 87% 

A Spot on conversion of the com¬ 
puter original and believe it or 
not, an improved control system. 
The graphics are functional 
rather than gorgeous, but saving 
the lives of hundreds of 
Lemmings is enormously addic¬ 
tive. Good music too and a top 
quality classy game. 

LOST VIKINGS 

Interplay 

Official 89% 

What a refreshing change! A 
SNES release that requires later¬ 
al thinking, patience and 
endurance. It’ll take ages to 
complete. Splendid strategy and 
particularly pleasing problem 
solving. What with its three fear¬ 
less vikings in charge it’s a cer¬ 
tain entry to the top list of 
classic, high quality Super 
Nintendo games. 


MARIO IS MISSING 

Mindscape 

Official 86% 

The first of a spate of ‘edutain¬ 
ment’ titles for the little ones. An 
excellent way to teach the tod¬ 
dlers some geography and quite 
taxing for gradutes as well. 

Travel the globe finding famous 
landmarks. Seven’s and up. 

TRODDLERS 

Sales Curve 

Official 90% 

Addictive puzzler that will keep 
you in the house for weeks. Go 
and find the missing troddlers 
that are scattered around hun¬ 
dreds of different rooms. Move 
blocks, catch the little folk and 
get home in time for tea. 

POPULOUS 

Imagineer 

Official 90% 

This game moved mountains 
when it arrived on home com¬ 
puters a couple of years ago and 
the SNES version is excellent. 
Excellent music and some very 
interesting graphics. Lots to do, 
lots to see and lots to keep you 
going forages. 

PUSHOVER 

Ocean 

Official 86% 

A very frustrating and addictive 
game involving an ant and some 
very special blocks. To complete 
each level you must knock over 
every block like dominoes. 

There are several types of block 
and carefull strategy is required 
to achieve the goal against the 
all important clock. 

Q-BERT 

NTVIC 

US import 84% 

Hop around with glee avoiding 
all manner of strange creatures 
in an attempt to colour tiles in 
an odd shaped enviroment. A 
strange and qwirky control 
method means initial frustration 
with the tasks. Good graphics 
with great backdrops and nice 
sound to boot. Was the arcade 
version really that long ago? 

RAMPART 

Electronic Arts 

US import 90% 

An original blend of puzzle and 
war. Construct castles to house 
your guns then blast the opposi¬ 
tion out the playing area. 
Graphics and sound are ade¬ 
quate to the job. Don’t expect 
anything spectacular, although 
there is a spot of Mode seven. 
It’s very entertaining and it’s 
enormously playable. 

SIM CITY 

Nintendo 

Official 92% 

Gorgeous, involving and utterly 
fabulous conversion of the clas¬ 
sic home computer favourite. 
Build yourself a city, keep it 
going and if you get bored, 
knock it to the ground using an 
array of natural (and supernat¬ 
ural) disasters. The graphics 
and sounds are just about up to 
the job, but this deserves its 
score on its enthrailing and 
excellent gameplay alone. 

































SPINDIZZY WORLDS 

Activision 

Official 87% 

As old as the hills this game but 
it doesn’t suffer because of it. 
Guide a glittering spinning top 
around mazes of trapdoors, 
short cuts, lifts and all manner 
of awkward obstructions. 

SUPER BOMBERMAN 

Hudson Soft 

Official 95% 

One of the best SNES games 
available. Bound around the 
arena blowing up all of your hot 
headed mates without a care in 
the world. Excellent. 

WORDTRIS 


Spectrum Holobyte 

US import 87% 

Imagine a game like Tetris but 
with words and a timer and a 
vocabulary the size of 
Kilimanjaro. It’s fast, infuriating 



yourself that it’s an educational 
and you’ll do fine. 


YOSHI’S COOKIE 

Buiiet Proof 

Official 82% 

Mario’s jurassic pal takes on 
Tetris in yet another scarey 
cloning incident. Highly addic¬ 
tive with a nice little learning 
curve. Should keep you busy for 
a fair bit. Well, I quite enjoyed it. 


' ADVENTURE ' 

HERE BE DRAGONS. THIS 
iS THE REALM OF SWORDS 
, AND SORCERERS. , 


ACTRAISER 

Enix 

Official 90% 

It’s hard to know quite what sec¬ 
tion to put this in. At first, it 
appears to be a side-on slasher 
in the mould of Rastan Saga. 
Delve a little deeper and you’ll 
discover that this is in fact a 
huge, sprawling RPG with ele¬ 
ments of Zelda and Populous. 
Classic stuff and still one of the 
best SNES soundtracks. 

JURASSIC PARK 

Ocean 

Official 91% 

An excellent combination of var¬ 
ious game styles so brilliantly 
put together that it leaves you 
with that good all round action 
packed extravaganza feeling. 
Blast those dinosaurs to hell and 
make your way to the mainland. 
It will take plenty of frustrating 
hours until completion. 

DRAKKHEN 

Infogrames 

Official 80% 

Weird 3D perspective is gener¬ 
ated by the fluid polygon graph¬ 
ics. Other than that, it’s much 
the same as all the other RPGs 
available. This one does have 
smart bits, but not really enough 


to lift it above the crowd. 
Competent and well designed, 
but too heavily structured to be 
totally addictive. 

FINAL FANTASY 2 

Squaresoft 

US import 89% 

Although this looks incredibly 
dull, the sheer depth and scope of 
the game make it an instant clas- 


Elite 

Official 90% 

Dave orginally wanted to give 
this 96% but we tied him down, 
poured lots of hot coffee into his 
system and his deranged mind 
eventually floated back to the 
realm of reality. Worth 90%. 

LAGOON 

Kemco Seika 

US import 81% 

This Zelda inspired romp does 
have some colourful graphics 
and quite spectacular sound. 


LEGEND OF THE 
MYSTICAL NINJA 

Konami 

US import 90% 

Gorgeous looking, brilliant 
sounding RPG combined with 
some fun arcade sections. The 
challenge is larger and more dif¬ 
ficult than it first seems - you’ll 
play this into the small hours. 
Entirely wholesome stuff. 

SHADOWRUN 

Laserbeam 

Officiai 90% 

An innovative and addictive 
cyberpunk RPG. At last a game 
that shrugs off the trainspotter 
stigma. Arcade style shooting 
throughout ensures the best of 
both worlds. 

SOUL BLAZER 

Enix 

US import 93% 

This absolutely fabulous 
(dahling) role playing game is 
easy to get into and will have 
you playing it at all hours. It’s 
the grown up version of Zelda. 
The plot is dark and mysterious 
thus giving it plenty of atmos¬ 
phere. You’ll be playing this for 
weeks. The graphics are detailed 



and often stunning, with good 
use made of the Super Nintendo 
hardware. The music is fine and 
the gameplay is deep and 
involving. This represents excel¬ 
lent value for money. 

YS111 

Tonkin House 

US import 86% 

Fabulous RPG with nice graph¬ 
ics and a huge adventure to 
complete. Everything about this 
reeks of quality and the only 



thing that really lets it down is a 
somewhat weak plot. Check it 
out though, it’s among the best 
RPGs that you’ll find on the 
Super Nintendo. 

ZELDA 3 

Nintendo 

Official 95% 

Last and certainly not least. 
Zelda 3 is the office favourite. 
This is the creation of Mario 
programmer Shigeru Miyamoto. 
Even if you’re not interested in 
RPGs, the combination of 
arcade action and clever puzzles 
is a joy to behold. This is one of 
the finest video games ever and 
you simply must have this. 
Gorgeous graphics, great game- 
play and months of challenge. 


PLATFORM 

AS WIDE RANGING A 
CATEGORY AS EVER GOT 
INTO AN INDEX. 


CLAYMATES 

Interplay 

Official 89% 

Enjoyable and amazingly addic¬ 
tive plasticine platform romp. 
Excellent claymation graphics 
with just a little twist of harsh 
gameplay make this one a treat. 

DUCK DODGERS: 
MARVIN MISSIONS 

Marubeni 

Official 90% 

Daffy Duck appears in this space 
adventure with a difference. 
Mostly platform action with 
bags and bags of Warner Bros 
humour. Top notch graphics, 
plenty of gameplay and a wicked 
soundtrack. Mother! 

ADDAMS FAMILY 2 

Ocean 

Official 88% 

Pugsley’s Scavenger Hunt isn’t 
as large as the first and there is 
a stronger puzzle element to it. 
Yet again though the graphics 
are great, the music ooky and 
kooky and everything moves 
perfectly. It isn’t a two minute 
platform game. 


ADVENTURE ISLAND 

Hudsonsoft 

Official 87% 

This bouncy game has the best 
music that you will find on any 
game for the SNES. The game¬ 
play is a bit dodgy and a touch 
easy at times but it’s worth a 



play. Just try to calm any fears 
you might have about cutesy 
graphics and you shouldn’t do 
too badly with this. 

ANOTHER WORLD 

Interplay 

Official 91% 

More platforms than blasting 
mean that Another World nar¬ 
rowly makes it into this catego¬ 
ry. The graphics are very 
unusual polygons, but are put to 



good use and exceptionally real¬ 
istic. The music is atmospheric 
and superb and the gameplay is 
deep and complex. Once fin¬ 
ished, you’ll try to do it faster 
and better than before and enjoy 
it hugely. Highly recommended. 

ASTERIX 

Infogrames 

Official 92% 

Excellent platform romp around 
the globe with the wee french 
lad who we all love. This one will 
last you a lifetime, what with all 
the levels, baddies and animals 
you have to contend with. No 
battery back up, but still a class 
act and very addictive. 

B.O.B 

Electronic Arts 

Official 90% 

Although this will win no awards 
for originality it won us over in 
other departments. It is quirky, 
humorous and fun to play. 



The graphics are excellent and 
the progression is just right. Not 
just another platform game. 


CHUCK ROCK 

Sony imagesoft 

US import 90% 

Cartoon style capers in the land 
time forgot all about completely 
and failed to include in the his¬ 
tory books. More’s the pity as 
there is plenty to do with rock 
tossing, belly bashing, eating 
anything with a pulse and of 
course saving your beloved 
Ophelia from the evil dinosaurs 
and the nasty bogey men. 


DRAGON’S LAIR 

Elite 

Official 91% 

Striking platform slasher with 
some very nice graphics. It’s 
very unusual in appearance and 
the control method takes quite a 
while to get used to. Once 
you’ve mastered it though, 
you’re in for a nice treat. It’s just 
a shame it wasn’t just that bit 
bigger though. 

FAMILY DOG 

THQ 

US Import 72% 

If the standard of in-game 
graphics is your main criterion 
on which to base your buy or 
not to buy decision then forget 
this one. Neither the sonics nor 



the graphics are worth howling 
at the moon for but both hold a 
strange, inexplicable loveable 
quality. It’s a carefree doggy 
romp that will last far beyond 
toilet training. 

FIRST SAMURAI 

Marubeni 

Official 89% 

A classic game from way back in 
the mists of time. It’s a mystical 
platform adventure with a little 
twist of oriental magic. A tad 
low on levels but full of playabil¬ 
ity and fine sound effects. 

GODS 

Mindscape 

Official 82% 

A platform shootie with a few 
puzzles thrown in and some 
commendable graphics. It’s just 
too samey to lift it above the 
heads of the crowd. 

LAWNMOWER MAN 

Sales Curve 

Official 86% 

3D cyberworlds in yerface! Join 
Dr Angelo on a virtual mission 
to hell and back. Battle armed 
soldiers, fit through virtual 
worlds and work out tricky puz¬ 
zles. An excellent chill out game. 

HOOK 

Sony 

Jap/us import87% 

Although this can be slow, it still 
manages to keep you interested. 
The graphics are lovely, with 
depth and character and 
although the gameplay has been 
done fifty squillion times before, 
you’ll probably love it anyway. 
It’s one of the most fluid, 
playable and attractive games 
available on the SNES. Don’t 
forget to pack your tights. 

MR. NUTZ 

Ocean 

Official 93% 

A classy platform romp to rival 
the likes of King Mario. A super 
powered squirrel with one hell 
of an attitude and a mighty big 
tail storms his way through end¬ 
less beautiful levels to battle the 
evil and massiveYeti. 


BUBSY 

Accolade 

Official 87% 

The fur ball with attitude is here 
to save the day. Help Bubsy rid 
the world of the horrible 
woolies. Collect up the yarn 
balls, squish the bad guys and 
jump the gaps. An average plat¬ 
form romp basically. 

JOE AND MAC 

Elite 

Official 90% 

Spot on conversion of the Data 
East coin-op and a credit to the 
British team who did the job. 
Hampered only by the limita¬ 
tions of the original, this is an 
attractive and playable romp. 

Nice graphics, excellent sound 
and a whole load of gameplay. 

JOE AND MAC 2 

Irem 

Jap Import 82% 

A gorgeous looking semi-sequel 
converted from the arcade ver¬ 
sion. It’s funny and fun and 
quite quirky to boot. Have a go 
it’s just possible that you’ll 
never look back. 

KRUSTY’S SUPER 
FUNHOUSE 

Acclaim 

Official 84% 

Krusty is a clown from the local 
TV station who specialises in 
showing violent cartoon shows. 
In this game, you must rid 
Krusty’s Fun House of the rats 
who now infest it. This is classic 
platform action. 

LETHAL WEAPON 

Ocean 

Official 75% 

Playing as either Murtaugh or 
Riggs you have to tackle various 
missions against the clock. The 
missions are too similar though 
as you progress it improves. 

COOL SPOT 

Virgin 

Official 94% 

Take a stroll down quality street 
and the kids will be playing Cool 
Spot on their SNES. Utterly 
wonderful graphics and a char¬ 
acter with so much charm that 
people sit around and watch 
others playing the game. The 
gameplay isn’t perfect but even 
platform-hater Alex loved this 
game. Cool Spot is a true star. 

MARIO ALLSTARS 

Nintendo 

Official 92% 

All four ancient Mazza games 
revamped and slapped onto one 
cart. An immensely creative cart 
with more levels than you can 
shake a NES at. A tough chal¬ 
lenge for anyone. 

MICKEY MOUSE 

Capcom 

Jap import 90% 

Anything from Capcom means 
the seal of quality and good 
looks for the SNES. Mickey 
Mouse is no exception with fan¬ 
tastic worlds to explore and 
amazing graphics. One small 
winge might be that the game is 
a little too easy to completebut 
you get your money’s worth. 
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enhanced by the addition of a 
stunning soundtrack. Lots of puz¬ 
zle solving and fighting and a fair 
bit of wandering around. 

MIGHT AND 
MAGIC 2 



It’s neither as deep or as detailed 
as Zelda and as a result looks like 
a pretty poor imitation. Worth a 
look if you’ve completed the 
aforementioned classic. 
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about that kids. 

OUT TO LUNCH 

Mindscape 

Official 80% 

Take control of Pierre le Chef 
and race around the globe fran¬ 
tically collecting pieces of grub. 
Le Chef Noir is right on your tail 
to wreck your plans so keep on 
your toes. It’s a jolly little jaunt 
with plenty of comical sprites 
and quirky vegetables, and it’s 
also a nice little puzzler too! 

PRINCE OF PERSIA 

NCS 

Jap import 90% 

Utterly fabulous in every 
respect, this game has proved 



to be a perrenial office favourite. 
You’ll come back to it time and 
time again as the game is 
absolutely huge. Masses of 
action and lush graphics are 
combined with one of the most 
atmospheric and brilliant SNES 
soundtracks to date. 

ROADRUNNER 

SunSoft 

US import 88% 

Cartoon capers with Road 
Runner evading the hungry 
coyote at the expense of every¬ 
one’s patience. Great graphics, 
brilliant animations but let down 
by the control method. Wile E 
Coyote is still hilarious though. 

ROBOCOD 

Ocean 

Official 90% 

Theses are some of the scrum- 
miest, most candy striped 
graphics you will ever find on a 
SNES (until Zool comes out). 
Frantic action is complemented 



by an enormous and challenging 
game. The transportation ele¬ 
ments add a touch of variety, 
which is much needed in plat¬ 
form games of this ilk. Fast, furi¬ 
ous, frantic fun. Try it out. 

ROBOCOP 

Ocean 

Official 89% 

The graphics in this game are 
fantastic, and the gameplay, 
while fun is hindered by the dif¬ 
ficulty level. It’s one of the 
toughest games we’ve ever had 
in. You can complete it though - 
well you can if have a Game 
Genie or Action Replay. 



SKUUAGGER 

ASC 

US Import 80% 

Bizarre plot and dodgy graphics 
mask a simple and enjoyable 
platform romp. There isn’t 
much to it and variety (not 
Bobby Davro/Bruce Forsyth) 
fans will soon grow bored. 
Nothing drastically wrong with 
it, but it doesn’t shine. 

SUPER CASTLEVANIA4 

Konami 

Official 92% 

You’ll run out of superlatives 
very quickly as you try to 
describe to your pals the huge, 
sprawling and mindlessly addic¬ 
tive nature of this game. 
Fabulous in every respect and 
very, very urmm... large. Play as 
the tough Simon Belmont, vam¬ 
pire killer extraordinaire. 

SUPER GHOULS ’N’ 
GHOSTS 

Capcom 

Official 92% 

Capcom’s first effort on the 
Super Nintendo Entertainment 
System and still one of the all 
time greats. Fantastic graphics 
combined with creepy, orches¬ 
tral music in this fabulous remix 
of the Capcom coin-op. 

SUPER MARIO WORLD 

Ninto: ido 

Official 95% 

This game is synonymous with 
the greatest console in the 
world, so it’s going to have to 
be a stonker isn’t it? As much 
platform playability and hilarity 
you can get out of a cartridge. 
Good king Mario is here with all 
his merry chums and this game 
is totally fantastic. 

TINY TOONS 

Konami 

Official 90% 

One of the most fabulous games 
to wander into Super Action 
Towers. Massive gorgeous 
graphics, smart tunes and some 



unbelievable gameplay. The car¬ 
toon tie in has already shifted 
plenty of these but it’s worth it. 

TOM AND JERRY 

Hi Tech 
Expressions 

US Import 78% 

An enjoyable and playable car¬ 
toon platformer that’s let down 
by lack of appearances by 
grumpy cat Tom. The jaunt and 
merry MGM theme tune is in 
there and the horrific squeaks 
and yelps of pain from little 
Jerry mouse when his energy is 
lost are almost tear-jerking. 

Fans of the classic cartoon 
series may feel betrayed a little, 
but the hardcore platform enthu¬ 
siast who lives just for these 
games will love the challenges 
and tricky situations.It’s not 
amazing, but you may like it. 
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AERO THE ACROBAT 


SunSoft 

Official 87% 

A weird platform adventure with 
just the right amount of addic¬ 
tive pulling power to keep you 
hooked for a long while. The 
size of the arena means you’re 
probably gonna get lost occa¬ 
sionally but what the heck you 
can deal with that. Some people 
may like it more than others. 


SPORTS GAMES 

ARMCHAIR SPORTS 
FREAKS STEP THIS WAY. 
IT S PARTY TIME. 


CHAMPIONSHIP POOL 

Mindscape 

Official 91% 

An age old game brought back 
to life in this amazing simulator. 
Silky smooth graphics and 
excellent gameplay make this 
game just too addictive. Buy it 
now and you won’t leave the 
house for months! 

AUGUSTA MASTERS 

T&ESoft 

Jap Import 82% 

Smart golf game from the 
experts, marred only by slow 
update and odd graphics. The 
text can be ignored and once 
you figure it out, this is one of 
the better SNES golf sims. 

BASEBALL 
SIMULATOR 1000 

Culture Brain 

US import 76% 

Reasonable Baseball simulator 
and let’s be honest. They’re all 
exactly the same really. Wiffy 
graphics, annoying tunes and 
some very dull gameplay. 
Flowever, if you like Baseball 
you’ll probably love it. 

BULLS VS BLAZERS 

Electronic Arts 

US import 69% 

This is a flash and fast game 
that has a constant record fea¬ 
ture. You can play back the last 
30 seconds at any time during 



forfor Speilbergs, but not so 
hot for any budding Jordans. 
Gameplay and graphics are 
nothing to stir the senses either. 

CAL RIPKEN JNR 


Mindscape 

US import 85% 

The only thing that lets Cal 
down is that it is a Baseball 



game. If you let that fact colour 


your thinking you’ll be missing a 
tense two player bonanza that 
will rise your blood pressure. 


DAVID CRANE’S 
AMAZING TENNIS 

Absolute 

US import 92% 

Fortunately for David Crane, 
this really is amazing. The 
graphics are stunning, the 
sound effects totally convinc¬ 
ing and the gameplay superb. 
Easily on par with Super 
Tennis, but in order to pull that 
off it is unfortunately almost 
identical in play. 

PILOTWINGS 

Nintendo 

Official 93% 

The first game to show off the 
sense of depth and realism that 
mode seven backgounds create. 
A top combo of tests in any 
form of flying imaginable, it’s 
over a year old but still addic¬ 
tive. Each event presents a more 
engrossing challenge and if you 
can stop playing before you fin¬ 
ish it you’ve got no soul. 

HOLE IN ONE GOLF 

HAL 

Jap import 91% 

The first golf game available for 
the Super Nintendo and still eas¬ 
ily one of the best. The overhead 
view of the course may not be 
as realistic as the polygons 
employed by other golf games 
but it’s effective just the same. 
Nice use of Mode 7 but some 
tragic music. 

THE IREM SKINS GAME 

Irem 


US import 89% 

Nothing to do with Hannibal 
Lecter, this is golf! Play for cash 



and thrill to the amazing mode 
seven graphics. It’s great in play 
and the competitive aspect adds 
to the proceedings - certain 
Europress staff have been 
known to play this for real 
money. One of the best all round 
golfing titles. 

JIMMY CONNORS PRO 
TENNIS 

UBI Soft 

US import 89% 

A great tennis game with loads 
of options. Whizz around the 
world playing on various sur¬ 
faces in your attempt to become 
the number one seed. Not quite 
as good as Super Tennis but 
worth a look. 

JOHN MADDEN’S 93 

Electronic Arts 

Officiai 78% 

Electronic Arts make amends 
with this hugely improved 
revamp of the first SNES 
Madden’s. Graphics are slicker, 
music is better and gameplay is 
much better. It’s a very smart 
and utterly playable title with 
lots to recommend it - the fact 
that it’s meant to be a superb 
American footy game with 
everything in it is its biggest 
downer. Bummer dude! 


KEVIN KEEGAN’S 
PLAYER MANAGER 

Anco 

Official 81% 

Don your curly perm wig and 
you are Kevin Keegan! An excel¬ 
lent balance of skill and strategy 
to please all those footie fans 
that have been craving for a 
good player manager game for 
the past million years. 

SUPER KICK OFF 

Imagineer 

Official 83% 

Amiga and ST owners will relate 
to this as it is a vast improve¬ 
ment on their version. A compli¬ 
cated and hard game that has 
depth and oodles of lasting 



appeal. Graphically, it isn’t much 
actually but that isn’t the point 
as it isn’t trying to break any 
new ground. Until Kevin 
Keegan’s Player Manager came 
out it was nevertheless an 
essential purchase. 

NCAA BASKETBALL 

Nintendo 

US import 90% 

When this game came in the 
office everybody was trans 
formed in to hi-top wearing 
giants. The sound is smart, the 
graphics are good but the game¬ 
play is amazing. Total addiction. 
The best Basketball available on 
the SNES and no doubt it will be 
for a long time to come, this is 
way ahead of the field. 

NHLPA HOCKEY 

Electronic Arts 

Official 84% 


Almost a direct copy of the 
Mega Drive version and it 
shows, what with jerky graph¬ 



ics and small sprites. Good 
gameplay though with plenty 
of options and the classic head 
to head. Added features 
include fighting and the “look 
what I did’’ action replay. 

SENSIBLE SOCCER 

Sony Imagesoft 

Official 85% 

The classic football game from 
way back hits the SNES with a 
less than large smash. It’s a 
good middle of the road football 
cart but doesn’t have that Striker 
shine. It’s quite sensible though. 

PEBBLE BEACH 
GOLF LINKS 

T&ESoft 

US Import 90% 

As professional as Langer, Faldo 
and Ballesteros rolled into one. 
Even the hefty manual is worthy 


of commendation. The statistics 
storage facility, amongst the 
multiplicity of good points, is a 
brilliant feature. Although there’s 
only one main course for you to 
play about on, you’ll definitely 
come back for a quick round 
time and time again. Excellent. 

STRIKER 

Elite 

Official 86% 

The best football game on the 
Super Nintendo. It looks like 
football, it sounds like football 
and most important of all it 
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plays like football. The options 
available widen the game and 
give you the chance to cus¬ 
tomise everything from hair 
shades to player’s names. 

SUPER BOWLING 

Athena 

US import 88% 

No fun at all for a single player, 
yet hugely enjoyable with a cou¬ 
ple of pals. Great graphics and 
sound but just a little too easy in 
the long run. 

SUPER SOCCER 

Nintendo 

Officiai 80% 

It looks a lot better than it actu¬ 
ally is, but this game does play a 
very nice game of football. Good 
graphics, ace music and lots of 



playability. Players moving up 
the pitch do have a huge advan¬ 
tage though, as the action is 
mostly obscured by the net. 

SUPER TENNIS 

Nintendo 

Official 92% 

Still the best Tennis game avail¬ 
able for the Super Nintendo and 
indeed, on any machine ever. The 
computer plays a challenging 
game, but this release really 
comes into its own in the two 
player mode. 

WORLD LEAGUE 
SOCCER 

Mindscape 

Import 80% 

This is very nice and super fast 
and scrolls beautifully, but it 
looks like a game of high speed 
draughts played on a billiard 
table. There is a whole host of 
options to choose from, includ¬ 
ing match duration and top 
background music. 






















































Super Wild Card 


TEL: 081-777-4775 FAX: 081-777-7624 

24 Meg "WILD" add-ons at 
unbeatable prices. 

WE WILL UNDERCUT ANYWHERE FOR ADD - ON’S. 
CONSOLE GAMES + ACCESSORIES ALSO AVAILABLE 
i.e. Tournament Fighters £45 Macross £65 
BLANK H.D 3.5" DISKS WITH LABELS 40p 
1 YEAR GUARANTEE ON ALL PRODUCTS. TRADE ENQUIRES WELCOME 


TEUFAX: 
0708 478 932 
(MAILORDER 
ONLY) 


ALL GAMES 
BRAND NEW AT 
BARGAIN PRICES. 


DREAM 

w 


16 DIBAN AV 
ELM PARK 
HORNCHURCH 
ESSEX, 
RM12 4YE 


JAPANESE SNES GAMES 


AMAimTEMS. _ 

. mn FIRSTSAMURAI . 

. B4.99 SMASH TV . 

{]9.99 

AKTOFFIGHTIiSG . 

. M99 GHOULS AND GHOSTS . 

. £29.99 STAR FOX . 

. {JS.99 

AXFLAi: . . 

. Um GOFMAN . 

. {U99 SIIGHTER] TURBO . 

. {64.99 

BATMAmmSS . 

. nm Hum GRAND FRIX. . 

. 141.99 SUPER BOWUHG . 

{34.99 

CAMFLm . 

. m.99 miKAIKAl . 

. m SUPER BOMBER MAN . 

. m.99 

coMAsmir. . 

. (199 RINGOFRAUT . 

. £199 SUPER H.§. . 

. {64.99 

DARIUS nm . 

. im mFTmusF . 

. m.99 SUPER JAMES POND 11 ..... 

. im 

DF.ADDA.\CF . 

. 0199 OUTER WORLD . 

. {29.99 SUPER STAR MRS . 

{39.99 

DFSFRTSTRIKF .. 

. m.99 PARODIUS . 

. £29.99 SUPER SWiy . 

. £24.99 

FXHAUSTHFATII . 

,....J‘M.99 PEBBLE BEACH GOLF..... 

. m99 Tmmnm 

{34.99 

FAJALFURU . 

. m99 POP'N TWIN BEE. . 

{41.99 TURTLES IV . 

. {44.99 

FIFRO . 

. {M PRIM OF PERSIA . 

{24.99 WRU)HEROES... 

{5999 

FINAL FIGHT II . 

.£29.99 RANMAI/T PARTI. . 

...m.99 WORLD SOCCER . 

. m.99 


^FULL EJECT UNIVERSAL ADAPTOR £13.99* 

PLUS MANY MORE GAMES. WRITE, RING OR FAX FOR A FREE 
I PRICE LIST. MEGA DRIVE, GAME GEAR AND GAMEBOY GAMES \ 
ALSO AVAILABLE SEND FOR LIST P+P £1.50 PER GAME. 
MAKE CHEQUES/PO'S PAYABLE TO: M.J. DREAM CONSOLES. 

LAST CHANCE TO BUY THESE GAMES AT REDUCED PRICES 


ible for your 

^C/Amiga, ST via cable link 

’ Ex stock, no waiting, no fuss - Phone now for fuii detaiis. 


upgraded and repaired. We are major distributors 
Far East and CCL. 24 Meg add-on now available 
ihowrooms in London. 

Ifing; It is illegal to make unauthorised copies using the Super Wild Card, 
of any copyright games program or other copyright material. 


console! 


save 


your 


' y <■ (t; 


. . , r [i: , Li;,2x'c.2a:'n: 

The Original, the Best, the BIGG EST!! 

SWAP ANY GAME FOR ANY OTHER GAME OF YOUR CHOrCE. 
BEATS PAYING £40 OR MORE FOR A NEW ONE!}! 

WE DO MOT CHARGE EXTRA FOR POSTAGE. WE DO MOT USE A POST BOH NO. WE GO NOT 
CHARGE MEMBERSHIP FEES, BUT WE DO OEliVER BY 1ST CtMBS ABCOflOEO POSTS 
WE CHARGE ONLY £6 (TOTAL) PER GAME EXCHANGED. WE CARRY A LARGE UP TO DATE 
STOCK OF GAMES , TOO MANY TO LIST. OUR MEUffiERSHIP NUMBERS HAVE RISEN TO WELL 
ABOVE 2000! MAKE YOUR CHOICES OF A SIMILAR VALUE AND RATING AS THE ONES YOU 
SEND. FOR THEIR SAFETY. SEND GAMES IN PADDED PACKAGING MD BY RECORDED 
DELIVERY. USE A COPY OF THE FORM OPPOSTTE OR A SOWUHE SHEET OF 
PAPER IF YOU DO NOT WISH TO CUT OUT THIS COUPON. 

GAMES ARE USUALLY DESPATCHED BY RETURN OF POST PLEAS£ ALLOW A MAXIMUM 14 

DAYS FOR DELIVERY. ONLY CARTRIDGES THAT ARE BOXED WITH BtSTRUCnONS WILL B E 
ACCEPTED. WE ALSO BUY AND SELL 2ND HAND GAMES AMD CONSOLES 


POST TO: The Games Exchange, 24 LANGTON CLOSE, 

I HUCCLECOTE, GLOUCESTER, GL3 3AZ. 

I TEL: 0452 611550 

I NAME. 

I ADDRESS. 

I SIGNATURE OF GUARDIAN 
■ (IF UNDER 18) 

I 1ST CHOICE 
I 2ND CHOICE 
I 3RD CHOICE 

1 4TH CHOICE. 

j GAME ENCLOSED. 

1 AMOUNT ENCLOSED 


PLEASE MAKE CHEQUES OR PO‘S PAYABLE TO: 

The Games Exchange 


WJiii 


S.N.E.S., ADD-ONS AIW DEVICES 
AVAILABLE AT UNBEATABLE PRICES. 

Latest moitels anti 
hann/sottware also available. 


0850994372 

0908379040 























































































bring you most of the things we promised you over the 
past few issues, plus all the latest and greatest Super 
Nintendo related information and gossip. 


Big Charles will 
be cornin’ at 
ya in next 
month’s 
issue, slam 
dunkin’ and 
fakin’ the ( 
funk on 
nasty 
dunks, or 
something. ^ 


CLAYFIGHTER 

Plasticine punch ups and plenty of unbreak¬ 
able limbs ahoy! We finally get a look at this 
long awaited beat ’em up. 






SKY BLAZER 

Sony’s bid for a platform icon will be greased 
up and ready for a full in depth review this 
time next month. 


See va next month! 


NINTENDO HOTLINE 

The boys and girls who save your gaming life 
each and every day. The official Nintendo 
Hotline will be up and running in next month’s 
Super Action. 


NEXT MONTH IN ISSUE 19 OF SUPER ACTION 

In the mind blowin’ March issue of Super Action, we’ll 






SUPER NES DEALS 

ALL GENUINE UK VERSIONS 

SUPER NES MARIO ALL STARS PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 124.88 

SUPER NES ALADDIN PACK 

& ONE NINTENDO JOYPAD 

+ FREE SN PROPAD- . 124.99 

SUPER NES STARWING PACK 

& ONE NINTENDO JOYPAD 

+FREE SN PROPAD . 124.99 

SUPER NES STREETFIGHTER 
TURBO PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 139.99 


r - ."“"1 


SONY KVM1400 
14” FST COLOUR 
TV/MONITOR WITH 
REMOTE 
CONTROL. 

60 CHANNEL TUNING, REAR 
SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN. 
LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA. ST, MEGADRIVE OR SNES). 

FREE £10 SPECIAL RESERVE 
GIFT VOUCHER 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
• = NEW GAME 


ADDAMS FAMILY 2 - 


AERO THE ACROBAT • 


DAFFY DUCK - 

THE MARVIN MISSIONS • 


DESERT STRIKE 

DRACULA. 

EQUINOX 
EXHAUST HEAT.. 
F-ZERO. 

FIRST SAMURAI.. 

FLASHBACK . 

GOOF TROOP. 

GP1 • .... 

HOOK . 

HUMANS• . 


JOHN MADDEN ‘93 


LOST VIKINGS 


RRP 

OUR 


PRICE 

..44.99 

...37.49 

..44.99 

...34.99 

..44.99 

...39.99 

..54.99 

...49.99 

..44.99 

...37.49 

..49.99 

...41.99 

..49.99 

...44.99 

..49.99 

...43.99 

..44.99 

...39.99 

..44.99 

...37.49 

..44.99 

...39.99 

..49.99 

...40.49 

..39.99 

...34.49 

..39.99 

...33.49 

..49.99 

...44.99 

..49.99 

...44.99 

..49.99 

...44.99 

..44.99 

...37.49 

..44.99 

...36.99 

..44.99 

...36.99 

..44.99 

...39.99 

..49.99 

...40.49 

..54.99 

...49.99 

..44.99 

...39.99 

..44.99 

...39.99 

..44.99 

...36.99 

..49.99 

...39.99 

..44.99 

...36.99 

..39.99 

...32.99 

..49.99 

...43.99 

.49.99 

...39.99 

..49.99 

...41.99 

..49.99 

...40.99 

..44.99 

...36.99 

..44.99 

...36.99 

..49.99 

...43.99 

49.99 

...37.99 

..44.99 

...24.99 

..54.99 

...40.99 

..49.99 

...42.99 

..44.99 

...37.49 

..44.99 

...37.49 

..59.99 

...51.99 

.49.99 

...41.99 

.44.99 

...36.99 

,.49.99 

...41.49 

,.49.99 

...39.99 

.39.99 

...33.49 

.44.99 

...39.99 

.49.99 

...39.99 

.49.99 

...44.99 

.59.99 

...49.99 

.49.99 

...43.99 

.49.99 

...43.99 

.59.99 

...49.99 

.59.99 

...53.99 


MORTAL KOMBAT . 59.99 

MR NUTZ • .44.99 

MYSTIC QUEST .39.99 

NBA ALL STAR CHALLENGE.49.99 

NFL QUARTERBACK CLUB .59.99 

NHLPA ‘93 ICE HOCKEY .44.99 

NIGEL MANSELL’S WORLD CHAMPIONSHIP 39.99 

OUTLANDER .49.99 

PEBBLE BEACH GOLF . 49.99 . 

PGA TOUR GOLF . 44.99 , 

PIERRE LE CHEF - OUT TO LUNCH.49.99 , 

PILOT WINGS.39.99 . 

PINBALL DREAMS •.44.99 . 

PINK PANTHER . 49.99 . 

PLOK . 39.99 . 

POP N’ TWINBEE .49.99 . 

POPULOUS 2 • . .49.99 . 

PRINCE OF PERSIA . .49.99 . 

PUSHOVER. ,.39.99 . 

RANMA 1/2* . ,.49.99. 

REN AND STIMPY . .44.99 . 

ROAD RUNNER (LOONEY TUNES) . 49.99 . 

SENSIBLE SOCCER . 49.99 . 

SHADOWRUN* . 49.99 . 

SIM CITY . 39.99 . 

SKYBLAZER . 44.99 . 

STARWING .49.99 . 

STREETFIGHTER 2 . 64.99 . 

STREETFIGHTER TURBO . 59.99 . 

STRIKER . 44.99 . 

SUNSET RIDERS .49.99 . 

SUPER AIR DIVER • . 54.99 . 

SUPER BOMBERMAN . 44.99 . 

SUPER GOAL . 44.99 . 

SUPER MARIO KART . 39.99 . 

SUPER MARIO WORLD .39.99 . 

SUPER NBA BASKETBALL.49.99 . 

SUPER PROBOTECTOR . 44.99 . 

SUPER PUTTY . 49.99 . 

SUPER SMASH TV.44.99 . 

SUPER STAR WARS . 49.99 . 

SUPER STRIKE EAGLE .49.99 . 

SUPER TENNIS . 39.99 . 

SUPER WWF WRESTLEMANIA.44.99 . 

THOMAS THE TANK ENGINE • . 44.99 . 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .49.99 . 

TOP GEAR 2 •.49.99 . 

TOTAL CARNAGE • .44.99 . 

TRODDLERS .39.99 . 

ULTRAMAN.39.99 . 

VEGAS STAKES . 39.99 . 

WARPSPEED . 49.99 . 

WING COMMANDER 

SECRET MISSIONS .49.99 . 

WINTER OLYMPICS • . 49.99 . 

WOLFENSTEIN 3D • . 49.99 . 

WORLD LEAGUE BASKETBALL .39.99 . 

WWF ROYAL RUMBLE.59.99 . 

YOSHI’S SAFARI (SCOPE 6 GAME) . 39.99 . 

YOUNG MERLIN* . 59.99 . 

ZELDA 3 -LINKTOTHE PAST . 39.99 . 

ZOMBIES .49.99 . 

ZOOL* .44.99 . 



GAMEBOY DEALS 

ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONIX GB HOLSTER .39.99 

GAMEBOY WITH TETRIS+ BATTERIES 

FREE KONIX GB HOLSTER .49.99 

GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER .57.99 


GAMEBOY GAMES 

• = NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY S 

SCAVENGER HUNT . 23.49 

ADVENTURE ISLAND 2 • . 20.99 

ALFRED CHICKEN . 23.99 

ALLEYWAY . 13.49 

ASTERIX . 23.99 

ASTEROIDS . 12.99 

BART VS JUGGERNAUTS .13.99 

BATMAN - 

THE ANIMATED SERIES . 21.99 

BATTLETOADS . 21.49 

BATTLETOADS IN 

RAGNAROK’S WORLD . 21.99 

BEST OF BEST KARATE . 21.49 

BILL AND TED’S EXCELLENT 

ADVENTURE . 17.49 

BIONIC COMMANDO . 21.49 

CASTLE QUEST • . . 20.99 

CASTLEVANIA . 14.49 

CHUCK ROCK . 20.99 

CLIFFHANGER* . 20.99 

DARKWING DUCK . 25.49 

DR. FRANKEN 2 . 23.99 

DR. MARIO . 20.49 

DRACULA . 20.99 

DROPZONE . 23.99 

DUCK TALES . 21.49 

EMPIRE STRIKES BACK . 21.49 

FI 5 STRIKE EAGLE . 23.49 

FELIX THE CAT* . 20.99 

FIDGETTS . 23.49 

FIREFIGHTER . 23.99 

FLINTSTONES . 21.49 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR) . 25.49 

FRANKY. JOE AND DIRK 


ON THE TILES* . 21.99 


GARFIELD . 

. 24.99 

GARGOYLES QUEST . 

GEAR WORKS . 

.13.49 

20.99 

GOAL*. 

21.99 

GOLF . 

HUMANS* . 

JACK NICKLAUS GOLF . 

JURASSIC PARK 

18.49 

21.99 

21.49 

25.99 

KID DRACULA _ _ 

22.49 

KID ICARUS .... 

KIRBY’S DREAMLAND . 

20.49 

20.49 

KRUSTYS FUN HOUSE . 

LAMBORGHINI * 

LAST ACTION HERO . 

19.49 

21.99 

20.99 

LAWNMOWER MAN . 

LEMMINGS _ _ 

23.49 

22.49 

LETHAL WEAPON 

LOONEY TUNES . 

23.99 

....25.49 

MARBLE MADNESS 

MARIO AND YOSHI . 

20.49 

...20.49 

MEGA MAN 2 .... 

.--.20.49 

MERCENARY FORCE . 

MICKEY’S PUZZLE . 

21.99 

----23.99 

MORTAL KOMBAT . 

MOTOR CROSS MANIACS . 

MUHAMMAD ALI BOXING * .. 

MYSTIC QUEST . 

NIGEL MANSELL’S WORLD 
CHAMPIONSHIP . 

26.99 

....14.49 

....23.99 

....25.49 

- -22.49 

NINTENDO WORLD CUP . 

PANG • . 

...20.49 

20.99 

PIERRE LE CHEF - 

OUT TO LUNCH * . 

23.99 

PINBALL DREAMS . 

POPULOUS. 

21.99 

23.49 


PRINCE OF PERSIA . 
PRINCESS BLOBETTE 
REN AND STIMPY . 


ROAD RASH . 23.49 

SENSIBLE SOCCER * . 20.99 

SOLAR STRIKER . 13.49 

SPEEDY GONZALES . 26.99 

STAR TREK . 25.49 

STAR WARS . 22.49 

SUPER JAMES POND . 23.49 

SUPER MARIO LAND . 20.49 

SUPER MARIO LAND 2 . 25.49 

SUPER RC PRO-AM . 21.99 

TALESPIN . 21.49 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE . 21.99 

TENNIS . 19.49 

TERMINATOR 2 . 13.99 

TESSERAE* . 17.99 

THE SIMPSONS - ITCHY AND 

SCRATCHY . 23.99 

TINY TOON ADVENTURES . 21.49 

TINY TOON ADVENTURES ■ 
MONTANA'S MOVIE MADNESS 21.99 

TIP OFF (BASKETBALL) . 23.49 

TITUS THE FOX* . 21.99 

TOM AND JERRY . 21.49 

TOM AND JERRY 2 . 23.99 

TOP RANKING TENNIS . 20.49 

TOTAL CARNAGE * . 23.99 

TRACK AND FIELD . 24.49 

TROLLS* . 23.99 

TURRICAN . 14.49 

TURTLES 2 . 25.49 

VIKING CHILD* . 21.99 

WWF KING OF THE RING *.23.99 

WWF SUPERSTARS . 21.49 

YOSHI’S COOKIE . 18.49 

ZELDA - LINK’S AWAKENING ...22.49 
ZEN - INTERGALACTIC NINJA ...22.49 
ZOOL * . 21.99 


..46.99 

..39.99 

..33.49 

..43.99 

..51.99 

..24.99 

..33.49 

..44.99 

..41.49 

..24.99 

..44.99 

..32.99 

.36.99 

.44.99 

.33.99 

..40.49 

.44.99 

.41.49 

.35.49 

.44.99 

.39.99 

.36.99 

.39.99 

.40.99 

.32.99 

.36.99 

.39.99 

.55.49 

.48.99 

.40.49 

.42.49 

.49.99 

.32.99 

.37.49 

.31.99 

.34.49 

.41.49 

.37.49 

.44.99 

.37.49 

.38.99 

.42.49 

.32.99 


.40.49 

.44.99 

.39.99 

.34.99 

.19.99 

.33.49 

.32.99 


.44.99 

.32.99 

.53.99 

.34.49 

.54.99 

.32.99 

.38.99 

.36.99 


SUPER NES EXTRAS 

JOYPADS 

[ DRAGON SPEEDPAD 
[ (WITH AUTOFIRE) .9.99 

FREEWHEEL 
STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 
LOGIC 3 LOGIPAD SN 
FOR SNES. FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 13.99 




NINTENDO 
CONTROL PAD i 
15.99 ‘ 








f .f’-l NINTENDO SCOREMASTER 
1 JOYSTICK + SLOW MOTION & 

5 TWO SPEED AUTOFIRE .35.99 

PHASE 9 OBLITERATOR WITH . jT 
AUTOFIRE(TWO SPEED) & SLOW ^ 

MOTION. 13.99 [ ' ^ 

QS160SUPERCON2 
JOYPAD (WITH SLOW MOTION 
| I AND AUTOFIRE) .10.9! 

QUICKJOY SN PROGRAM PAD I 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
WHERE SPECIAL MOVES USING 
MORE THAN ONE BUTTON ARE ' 

REQUIRED. 28.99 

I QUICKJOY SN PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE AND 

[ SLOW MOTION.35.99 

QUICKJOY SN 
PROPAD (WITH 
SLOW MOTION AND 
TWO SPEED AUTOFIRE) 

SAITEK MEGAMASTER I 
JOYSTICK WITH AUTOFIRE AND 
SLOW MOTION (MICROSWITCHED). 
18.99 

SAITEK MEGAPAD II WITH 
AUTOFIRE AND SLOW MOTION 
11.99 1 

TURBO TOUCH 360 
(TOUCH SENSITIVE JOYPAD 
WITH AUTOFIRE).18.99 

NINTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. ...39.99 


LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT ... 
MONITOR LEAD - SUPER NES TO 
PHILIPS CM8833 MK2 OR CBM 1084S MONITOR .. 
NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) . 


STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 
AND DUST (CLEAR PLASTIC) . 

LOGIC 3 MULTI CASE CARRY BAG . 


...6.99 

.12.99 


GAME GENIE 

(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES. 
CREDITS ETC. BOOK OF CODES INCLUDED) . 


MANGA VIDEOS 

WE ONLY ACCEPT POSTED/FAXED ORDERS FOR 
VIDEOS WITH AN 18 CERTIFICATE. PLEASE STATE 
’1 AM OVER 18' ON YOUR ORDER. 

3X3 EYES PART 2 (RATED 15) . 8.99 

AKIRA (RATED 15) . 12.99 

AKIRA DOUBLE PACK (RATED 15) . 17.99 

DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

FIST OF THE NORTH STAR (RATED 18) . 12.99 

LENSMAN (RATED PG) . 12.99 

PROJECT A-KO (RATED 15) . 12.99 

R.G. VEDA (RATED PG) . 12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18) . 12.99 

LOTS MORE AVAILABLE PLEASE CALL 


43 Broomfield Road, 
Chelmsford, Essex. 

(Just round the corner from the Bus Station) 


We only supply official UK products. Official suppliers of all 
leading brands. We sell games and peripherals all at amazing 
prices for Megadrive, Master System, Game Gear, Super NES, 
Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple 
Mac. And we sell T-shirts, Manga Videos and cuddly toys! 




GUJ). 


m 


SfieoUU memieU can kaac all tku.. can 

^UAD 'NRG Regular (lub Magaiine 
Iq CHOOSE from our Huge Selection 
^ BUY at Best Possible Prices 
% SAVE with our Special Deals 
f SAVE more with our XS Coupons 
f WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 
. XS Super Savers. Money-off coupons worth over £180 a year 

. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 

That's why over 200,000 people have joined Special 
Reserve, the biggest games club In the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (10 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Maltings 
Sawbridgeworth, Herts 


CHELMSFORD SHOP 
43 Broomfield Road, 
Chelmsford, Essex 



CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

we'only ^uppTymIiTbFrs but you caT oi^er'as you j’oin. ' 

THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) pQp| 

Name_ 


Address_ 


1 

! Phone Machine 

1 

1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


1 

• item 


1 

jitem 


1 

1 item 


1 

■item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No_ 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


































































































































































































































































































creating a world of difference 


m^areles^lfeiTComdea^itlrafTorDrang asteroid and the top 
trophy was smashed into five pieces which are now scattered 
around the globe. Join football crazy Soccer Kid in his quest to d 
recover and reassemble the World Cup. ^ 

Prepare to meet all manner of madcap characters in dozens of 
lush, detailed locations ranging from England, to the Italian Riviera, 
through Russia’s frozen forests. Take a ride on japan’s Bullet Train and 
end up on the rough and tough city streets of the U.S.A. It’s awesome 
arcade action all the way with a blistering soundtrack to match. 


LICENSED FROM KRISALIS SOFTWARE LTD. 
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